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Press SELECT to open up the Map and find the current Mission Objective. 
This is where you access information on your current and maximum HP. rank, 
location, and proximity to a save point. 


You can find the Mini-Map in the top-left corner of the game screen. It shows 
the layout of the room that you're currently in. The exits of the room are 
represented by red bars. If there's a blue arrow over the exit, then that's the 
room you just left. if there's a blue circle over the exit, you've already visited the 
room behind that exit. 
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The Folklore ИОС Further 
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_ Memory Stones 


Memory Stones are mysterious crystals that are scattered throughout the 
Netherworld. They contain Folks, explosives, health, Karma items, Picture Book 
Pages, cloaks, or sometimes nothing at all. Certain Memory Stones require an 
elemental attack to open, while others can be opened with any attack. 


Keats and Ellen use the Folks they've acquired to attack Folks. There are over a 
hundred different Folks you can use in a fight—some will have attack powers, 
while others will defend; some are long-range, while others are short-range. Get 
to know your Folks and use them to the best of their abilities 


Palette 


Ellen and Keats can equip up to four Folks at a time to their Palette, and each Folk 
is assigned a button (&, ©, ®, or @). 


In order to use the Folks, press the button to which they are assigned. The Folk 
will appear and perform its attack, and then disappear. Some Folks can perform 
combos by pressing their corresponding button repeatedly, while holding the 
button may cause other Folks perform a stronger attack. 
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. Trancension 


As part of his Guardian powers, Keats has a special Trancension ability. To 
activate Keats's ability;press L3 and R3 when the TP gauge is full. Keats's 
upgraded attacks are based on the Folks he has equipped. For example, if the 
Folk has an elemental attack, Keats will use his own attack with that element. 
Keats can only maintain this form until the TP gauge is empty, so use his 
Trancension mode wisely. 


Ellen will acquire a number of Cloaks as she opens up new realms in the 
Netherworld. These Cloaks can give her special resistances to elements or 
attacks, or even decrease her MC recovery time. 


There is one Cloak in each realm. Although they are usually hidden in Memory 
Stones, some can be obtained from Quests or during the normal course of the game. 


Elemental Attacks 


Many Folks have an Elemental Property; such as Ice, Fire, Thunder, Slash, or 
Water. Some Folks are weak against certain elements; which means Keats and 
Ellen can use this to their advantage. On the other hand, some Folks are strong i 4 
against certain elements; when those are used against them, the attack bounces 
right off. Use the Folks Picture Book to gain hints on which Folks are weak 
against which elements. 


Elemental attacks must be used to break certain kinds of Memory Stones, as 

well as While fighting other Folks. Breaking Memory Stones reveals key items 
and. health. It's important that Keats and Ellen don't favor any single element in 
their Palette assignments, since they will need specific elements to open different 
Memory Stones. 


Keats and Ellen will need to absorb Folk’s Id to gain their servitude. It may 
seem cruel to beat them into submission, but those who don't will find it hard 
to survive. 


When in a battle, each attack that successfully lands on an enemy will cause their 
Id to glow. It will glow blue if the Folk is still putting up a fight and red when 
their health is low enough for their Id to be absorbed. If you aren't using the 
right tactics, the attack will either bounce off the Folk or no Id 
will appear at all. When " 
the Id glows red, press 
and hold R1 and flick 
the SIXAXIS™ wireless 
controller up to absorb it. 


Absorbing the Id of stronger Folks, such as Folklores, requires a bit more work. Use Barrier or Guard type Folks to lessen damage and block oncoming attacks, 
There аге four different methods that Keats and Ellen must use in these situations. Barrier Folks, such as the Agar-Agar, reduce damage from an enemy for a certain 
period of time. On the other hand, Guard Folks, such as the Killmoulis, block a 
single attack, so timing is very important. Use Karma Release items to increase 
the strength of Barrier and Guard Folks for greater defense. 


Timing Absorption: Grab hold of the Id by pressing and holding R1. The 
Folks Id will then alternate between green and red. Each time it turns red, flick the 
SIXAXIS™ wireless controller up until the red gauge on the bottom of the screen 
turns blue. 


Beat Absorption: Grab hold of the Id by pressing and holding R1. The Folk 
Id will turn purple and Keats or Ellen must rhythmically shake the SIXAXISTM 
wireless controller from left to right until the red gauge on the bottom of the screen 
turns blue. 


Balance Absorption: Grab hold of the Id by pressing and holding R1. 
The Folk Id will turn yellow and the SIXAXIS™ wireless controller must be held 
steady, balancing the Id upright. The Id will turn red if Keats or Ellen is balancing 
successfully. Continue this balancing act until the red gauge at the bottom of the 
Screen turns blue. 


Stop and Go Absorption: Grab hold of the Id by pressing and holding R1. 
The Folk Id will turn orange. While it's still this color, shake the SIXAXIS™ 
wireless controller; each shake will help fill the red meter at the bottom with blue. 
Stop shaking the SIXAXIS™ wireless controller when the Id turns white: if you 
don't, the blue in the 
meter will recede. 


Once the red gauge turns 
blue, the Folk Id can be 
absorbed by flicking 

the SIXAXIS™ wireless 
controller upwards. 


During your trek across the Netherworld, you'll occasionally come across green 
or purple barriers, which block your path and prevent you from exiting a zone 
until they have been deactivated. 


Green barriers are temporary. They disappear when you defeat or absorb all of the 
enemies in the area. Purple barriers, on the other hand, are impassable. These are 
used to block off boss areas, or other off-limits areas, after you've completed a 

realm or during a quest. 


20 


Using Ids is simple, but sometimes you need ап ехїга edge. You can upgrade your Ids by performing Karma Release actions. This is accomplished by absorbing an Id 
а certain number of times, killing a number of enemies with your Id, or using certain items to unlock their Karma. These items can be found in Memory Stones and are 


also dropped by fallen enemies. 
KARMA KEL E- ITEM 


Emerald | Jewel with a deep, 


Cold Tree Nut Mysterious nut that 
feel very cold. jade color. 
Warm Tree Nut Mysterious nut that Ruby | Jewel that glows a 
feels Somewhat warm deep cx meon. 
To the touch. 
Fike Tree Nt Mysterious nut that Purple Stone Cold, polished purple 
ceems to pulate | Stone. 
slightly, 
4 x 
Purple Duct # Риме dust with an Yellow Stone Warmly glowing. yellow 
m 1 inniti fragrance, E gore t 
Yellow Duct | Ромдон, yellow dut. | Green Liguid | "Transparent green 
liqvid.. 
Green Dust | Duct with a subtle (Aqu Lid Мара aqa lini. 
К fragrance. 
Creer E e д АЩ Куре Liqid Softly. glowing. purple 
7 циа. 
Golden Ore | Unusual ore with a | = 1 н 
golden glitter Red има Gooey, red fluid. 


Green Quartz Unusual quartz with a 
pale green shine. 


ч 


Life Drops can be found in Memory Stones or left behind after an enemy dies. These drops refill your health bar when you've been damaged. Locating Life Drops сап 
make all the difference between surviving a long battle and falling prey to your enemies. 


. Run From Enemies 


Sometimes it's better to run instead of standing and fighting an enemy you cannot beat. If Keats or Ellen takes action to avoid an enemy, they can often get away without 
having to fight. You can freeze an enemy in place with a Bond/Trap, then run into the next zone to escape. Keep in mind, however, that if Keats and Ellen don't perform 
any Folks Absorption, they can't gain new Ids, upgrade their rank, grow, or improve. 
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Although Ellen lost her x 4 (CY Y Y д 
mother 17 yearsago, she „4 il 

receives a mysterious letter 

from her inviting Ellen to 
meet at the Cliff of Sidhe in 
Doolin. She goes, but finds 
only a corpse that falls off 
the cliff before Ellen can even 
have a look at it. _ 
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Falling 
Ellen's mother has fallen off the cliff! 
She must get down to the beach and 
help her before it is too late. Take 
the northeastern path to get down fo 
Dwarf Beach 
Circle around Dwarf Beach, going 
first to the north and then to the west 
Approach the canoes to activate a 


Map 


Frese SELECT Моо; story sequence. Unfortunately, Ellen 
ЕСИ ails 10 find the body of the woman that 


; your Location, fell off the cliff. A young girl named 
` current HF, Suzette appears and asks what Ellen 
m НЕ, ond ЕХЕ is looking for. Ellen explains that she 
ac Welleas the map cannot find her mother and collapses in sheer terror 
‚ САТСА arca. 


She wakes up їп a cabin, distraught over losing track of her mother once again. A mysterious voice speaks, suggesting that 
she go to the Pub in Doolin Village. Ellen stands up and gets ready to go out. 
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‘Doolin 

Open the northern door and head outside; the pub is to the north. Head east 

as you exit the cabin, and then north along the main path. The pub is the large 
building with lights in every window. The sign above the door says “The Bridge 


1 and Keats can House.” Approach it to begin another story sequence 
rse 


А Mystery 


Keats just watched ап Unknown woman fall ofa cliff and a distraught girl dash dawn to the beach to find her body. The girl 
claims that the woman was her mother, but holds no proof. A murder in the village of the dead? You've got to be kidding... 


Keats should go down to the beach and see what's going on. Who killed.the woman, and why? What is her connection to 
the girl? 


Leave the Cliff of Sidhe via the southern path and head east atthe firstfork. Approach the two girls on the beach to trigger a 
story sequence: Keats arrives just after Ellen passes. out’ He explains to the other girl what is going on and asks for a place to 
Stay, She takes him to a cave on the outskirts of town that will be Keats's home base from here on out. 


While Keats sleeps, a mysterious voice tells him to seek out the Pub to find the answers he seeks. Keats wakes with a start. 
He briefly wonders if he is hallucinating, but chooses to investigate in spite of his doubts. 
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Exit the base via the southwest door to go outside and continue heading to the southwest toward town. Bear north when the 
path opens up. Another story sequence begins as you approach the pub. 


The pub patrons introduce themselves, though they already seem to know Keats. He assumes that they are figments of his 
imagination, complimenting them on their special effects. They simply tell him that he should go outside and make his way 
to the Netherworld. 


Belgae the Invisible is outside and he is the source of the mysterious voice. Belgae apologizes, but asks Keats to trust and 
follow him. They trade verbal barbs for a moment, when Belgae reveals his true purpose. 


Ellen seems shocked that the pub is open so late, but that is far from the final 
shock of the night. Once she enters, she finds the bar populated by halflives, 
beings that are neither dead nor living. A motley group begins to tell her about 
the Netherworld. The rat-like Fir Darrig is joined by Frizzie, a banshee, and the 
demonic Damona. When Ellen asks for clarification, Fir Darrig tells her to go 
outside and speak with Scarecrow. 


Stick around and speak to the other halflives in the bar to learn more about the 
Netherworld. If you're more interested in advancing the story, just go outside and 
speak with Scarecrow. 
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Scarecrow waits outside and asks what took so long. He tells Ellen that if she wants 
to see her mother, she should go to Netherworld. The gate is at the Henge to the 
south of the village. Proceed down the main path toward the Henge. 


Scarecrow explains how to enter the Netherworld. It is Samhain today, a Prayer 
Day for the Dead. You can go beneath the Henge on this day to gain access to 
special clothes that allow Ellen to travel in Netherworld. She needs the Cloak of 
Sidhe, The ancients used this cloak to bring the souls of those in the Netherworld 
back into this world. Enter the Henge to the south and, once inside, run to the 
north and enter the door to the Divine Sanctuary. 


i is near, he becomes a Guardian with all the powers of that role. 


A cinematic sequence begins and Ellen has the Cloak of Sidhe when it's done. 
Another gate is at the northernmost wall of the Divine Sanctuary. Walk into it to 
travel to the Netherworld. 
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He suggests that Keats interview the dead woman. Keats scoffs, saying that — 
Spiritualism died out one hundred years ago, and his magazine will not publish 
that nonsense, Belgae simply tells Keats to go to the Henge to the south and 
Keats reluctantly concedes. 


Once your conversation with Belgae concludes, make your way to the Henge. 
Belgae beat you there, so approach him to trigger another sequence. He says that 
they have to catch up with Ellen; so enter the Henge and run down the hallway. 
Belgae says that the girl from the cliffs is just inside the room, 


Before entering the Netherworld, Keats must gain new powers. The only 
requirement is that he must stand near Ellen at the moment she becomes a 
Messenger. When Messengers are chosen, Guardians are chosen as well. If Keats 
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Folks are made of the souls 
of the dead and are extremely 
hostile. Be careful! 


4 у Portals H 


Portals are extremely useful. 
If you're low on health, find 
a portal and touch it to refill 
your health. 


AC Absorption 2 


Absorbing Ids is one of the 
most important features of 
Folklore. Mter damaging 

an enemy enough, a red Id 
appears above them. Press 
and hold R1 to lock onto it and 
flick the SIXAXIS™ wireless 
controller upward to absorb 

it. If it’s a new Folk, you'll be 
able to add it to your arsenal. 


4 < Elements W 


Some Folks have special 
elements. Certain Folks or 
Memory Stones are extremely 
vulnerable to other, specific 
elements! 
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After Keals gains the power to use Awakening, walk to the north and enter the gate 
to be transported to the Faery Realm. Keats now has the ability to do battle in the 
Netherworld, so he can both find the facts that he’s looking for and protect Ellen. 
Belgae appears once more when Keals reaches the Faery World itself. He explains 
that the woman that fell off the:cliff is just up the path a little ways, but that 
dangerous creatures called Folks are lurking about as well. Be careful! 


Absorbing more than one 
Id at a time can give you a 
multiplier for EXP! 


True to Belgaes Words, two Folks appear and attack Keats. Belgae and Keats vanquish 
them easily, and Keats absorbs their Ids. Now he can use their powers in battle. 

Keep moving forward until a handful of Poukes and a Killmoulis spring their 
ambush! Defeat them, absorbing their Ids in the process, and continue to the 
south. Kill the Killmoulis in this area for their Ids and then return to the northern 
area. Kill the Poukes here once again and then take the eastern path around to 

the north. The Killmoulis that was backing up the Poukes will try to run away, so 
follow it if it escapes. 
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When finished, exit via the pathway When you wear it down enough, a red Id appears. Press and hold R1 to lock-on 
to the east..A brief cinema plays | to the Id and flick the SIXAXIS™ wireless controller up to absorb it. Absorbing 
and explains what happens when Ids increases the Folks available for you to use and also contributes to your 
Ellen meets Folks for the first time. character's growth. 

Scarecrow saves her — thankfully - and 
Ellen absorbs their Ids. Now, she сап 
use their powers. 


Ellen appears in an area populated with a single Pouke. She has access to 
Pouke and Killmoulis Ids, herself. Poukes can attack, while the Killmoulis Id 
is used for defense. 


Attack the Pouke in the center of this area. Press L1 to lock-on to the Folk. Ellen 
focuses her attention on it. Now, attack and kill it! The Pouke is fairly weak and 
falls easily їп а one-on-one situation. 
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It's leading you into an ambush, so be ready to fight Defeat the first group of four Folks comprised of Poukes and Killmoulis. As soon as they fall, another group of four x Я 
spawns to bar your way. Defeating this group reveals yet another set of four, but use the same tactics as you did with the first two groups to completely empty this area. 


Defeating the Pouke removes the green barrier to the east revealing more Folks: Watch out! The Killmoulis leads you into an ambush and a Pouke and another 
a handful of Poukes and a Killmoulis. Before engaging them, however, run to Killmoulis appear and attack you. Take them out all at once and absorb their Ids. 
the south. This new area has a couple of Henkys. Kill them with your Pouke and 


| Four тоге Poukes appear. Don't take them too lightly. They can overwhelm you 
absorb their 10. 


through sheer numbers, so be careful and take them out one at a time. Lock-on to 
a Pouke and keep moving. If you stand in one spot, you may be caught off-guard 
by another. 


Defeating these four Poukes reveals another set of four more Folks. A Killmoulis 
accompanies three Poukes. Once again, lock-on to one and keep moving. Use the 
same tactics you used against the group of Poukes for the victory. 


There are tour memory stones to the north. Break all four to gain some life drops 
and proceed north to exit this area. 


Return to the north and defeat the lone Pouke once more. This time, go to the east 
and kill the new enemies. The Killmoulis will probably run away before you can 
kill it, so follow it around to the north. 


© AN Memory QU 


Items sometimes appear 
when breaking Memory 
Stones! Some Memory Stones у 
can only be broken by certain Belgae appears again in the next area to speak 
elements. lo Keats. He says that the hour of Samhain is 
drawing to a close, so they must hurry before time 
runs out. There are more Faerys in this area that 
offer more advice on battling, and explain about 
releasing karma from your Ids. 


Go to the north to meet the woman who fell off the cliff. Keats observes the 
interaction between Ellen and the woman, and looks on in shock when the woman 
attacks Ellen. However, Ellen disappears before he can even react. 


Keats approaches the woman after Ellen leaves to speak with her. She tells Keats 
that her daughter, Suzette, is still in the village and will be killed if she stays and 
implores Keats to save her. 


That mst be the 
woman who f ell, 
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Mother May 1? - 


The next area is filled with Faerys. Read the new tutorial material they offer and 
continue onward. Scarecrow tells you that he thinks your mother may be just 
around the corner, 


Dash to the north and enter the large tree-like structure. Ellen catches up to a 
woman, but she seems deranged and attacks Ellen, screaming about possession. 
Everything goes white. 


Ellen barely escapes. Samhain has ended, so the living have returned to the real 
world. The woman was not her mother after all. In order to find more answers, 
Ellen must return to the Netherworld 


The only way to do so is to find a Memento of the Dead and offer it to the 
Henge. It will open the door to the Netherworld. Scarecrow bids Ellen farewell, 


Keats wakes up in the pub. He didn't solve any of his riddles, but he is on the path 
to discovering the city's secret. However, first he must find a Memento of the 
Dead in order to enter the Henge at night. 


The mystery deepens. .. 


But nothing was solved. 5 
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Who called me 
at the оке! 


The woman Ellen found in the land of the dead was not her 
mother, but the journey has begun Ellen's adventures in me d (ind si pm 


the Netherworld... 


natural event that he's 
finds himself obsessing on 
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Ellen still doesn’t know who the 
woman at the cliff was, so her search 
for answers must begin. She thinks 
that this village may hold the secret of 
her past. 


Exiting the cabin is quickly followed by Ellen walking into Keats. They officially meet 
for the first time, and Keats reveals that the woman phoned him for help. She is the 
reason why he is here. He explains that Suzette, the woman's daughter, lives in the 
village and may have answers. In addition, the woman was likely murdered, so it's 
possible that the village may suspect either Keats or Ellen of being guilty of the crime. 


Ellen still doesn't know who the woman at the cliff was, so her search for answers 
must begin. She thinks that this village may hold the secret.of her past. 
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3Fear of the Unknown ~ 


Keats still doesn't have any answers to his mystery, He is sitting in the bar, 
thinking, when he realizes that he should go speak to Suzette. Exit the bar and 
head to her house to the south. 


nows ie He grabs a photo out of a doll and ge it to Suzette 
Their happy demeanor shocks her, as 
it is like nothing she ever saw from 
her mother. Suzette wants Keats to find 
out what happened to her mother, and 
gives Keats the picture to borrow for a 
while so that he can investigate. 


Walk to the east and continue to the house directly across the road. Suzette lets 
Ellen in and Ellen quickly begins questioning her. Suzette seems completely 
nonplussed by the death of her mother. 


Ellen wants to know if Suzette’s mother ever mentioned her, but Suzette is 
unresponsive, She simply gets mad when Ellen mentions her family. Her mother we 9 
was deranged and sometimes believed that Suzette was her deceased older 
brother. She'd refuse to let Suzette leave the house, for fear that she, or rather, her 
brother, would be killed once again. 


Suzette believes that her mother killed her father on, Samhain 17 years ago since 
her mother left town on that same day and didn't return forages. Did her mother 
actually kill her father? What was the source of her dementia? nh the dead 

know the answers. 


Suzette gives Ellen a Memento Key 


Henge after night has fallen 
Suzette's house. The 
western wall, but Ellen cami 
re-enter the Netherworld at sS 
nighttime. She returns to her a 
cabin and decides to {акей 

nap to await the twiligh 


After visiting Suzette, go find Ellen. After you meet her outside her house, she'll 
ask Keats a few questions. Keats tells her that Suzette livesjust across the road 
and warns her that they may be suspects in a murder. They part ways. 


Keats goes back to his base to rest. He thinks about the photo, and appears to 
believe that he can actually travel to the Netherworld via the Henge. Go to the 
couch and Rest to pass the time. 


To Elysium 


Approach the desk and save your game. After you're finished, go to the bed and choose to Rest. 


Ellen awakens when night falls. Exit the cabin, head south to the Henge, and find the glowing stone in the center. The 
Memento Key that Suzette gave you must be given as an offering. The sound of a dead person's voice providing the location 
of the door to the Netherworld signifies that this process was done correctly. 
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Offer the Memento Key to the 

stone to shift reality, A voice will 
begin speaking and mentions a 
Lighthouse. That must be where the 
entrance to the Netherworld is. Ellen 
goes there by herself and enters the 


in Elysium 
Important terms are 


highlighted in red! Р 
- (Suzette's Father i. -» 


In order to meet Suzette’s father, you must defeat a Folklore, an immensely 
powerful Folk. Scarecrow gives you Faery Realm Picture Book Page 1 and 
Ч sends you on your Way. 


AN s Resting » 


Resting is the way to turn 
daytime into nighttime, or 
vice versa. 


Continue speaking to the Faerys around to find out more info about the area. Head 
to the east and enter the wild areas of the Faery Realm. You have been through 
these areas before, so they should hold no surprises for you. Defeat the Folks as 
they come and proceed south in the first battle area. 


Meeting Ellen _ 


Fo Ik ore When you wake ug, proceed south to the Henge to:meet Belgae. Не tells you that 
placing the memento on the:cenier о the: stone pedestal allows you access to the 
When someone dies with Netherworld. Like Ellen, Keats hears the voices of the dead after sacrificing the 

a Strong. emotion, the memento. This time, the voices tell him to go to the lighthouse. 

pirit ¢ pulled into a 
Folklore. Defeating. the 
Folklore should release 


the spirit inside! 
P 


Hes quickly teleported to the Netherworld. Belgae says that his master is waiting 
for Keats beyond. He must hurry and meet her. Keats wants to.meet the woman. 
Belgae gives Keats Faery Realm Picture Book Page 1 


The layout of Keals's Chapter 1 is the same as Ellen's, so you have most likely already found out everything you can from the 
Faerys: When in-doubt, however, talk to the Faerys anyway. Exit the entrance area to the east. 


You're going to be put into a battle 
situation almost immediately, but 
Keats can handle the Poukes with 
ease. Take out the first two, and then 
head to the south to find a Treant. 
Defeat it and absorb its soul. Equip it 
immediately and use it to slaughter the 
Poukes and Killmoulis that spawn after 
it dies. Break open the Memory Stone 
to the North to find Faery Realm 
Picture Book Page 2 


There are around five Henkys in this zone, and six Memory Stones. Come back 
here once you've obtained the Boobrie Id (wind element). Shattering the green 
Memory Stone with the Boobrie grants you the Faery Cloak. Shattering the 
others spawns more Henkys. Faery Realm Book Page 2 is also in this area 
inside a Memory Stone. This stone is floating in the air, so you must use the 
Henky to grab it. 


Continue to the north and around the large tree. Proceed into the next area. A new 
Folk will appear, an Impet. It can cause abnormal status effects; this time it traps 
you in place using its mucous. In order to get out of the abnormal status, rotate 
the left stick. 


You must attack the Impet with the Henky Id you absorbed earlier. There are five 
Folks in this area, and the Impet's trap ability can be a ton of trouble. Avoid their 
attacks and make taking them out a priority. 
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Return to the north and go to the east, killing Folks as you go. The Poukes and 
Killmoulis spawn in groups of three or four at a time. Use the Killmoulis Id to 


shield yourself when you're surrounded. Exit this area to the north. 
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Continue east and then north around the next bend. You'll come across a wind 
blowing pink flowers your way. Enter this area and you'll enter the Road of Daru. 


There are Faerys in this zone with more information from the Faery King. Learn as 
much as you can and then exit to the north. 


There is a barrier in this section. In order to open it, you must absorb a required 
amount of Ids. There is a Boobrie, a large bird-like Folk, lurking around. Kill 
him, using your Killmoulis as a shield and the Pouke to wear him down. He has 
damaging wind-based attacks, so use R2 to evade. 


You're in a non-combat area, so take a breather and try to learn something from | 
the Faerys. Another Faery is by the tree and he tells you that sometimes, you will " 
travel to areas other than the Faery realm. Go to the north. 


A Poury can be found walking around this area. Use Poukes to wear it down and 
absorb its Id. Three more Poukes appear after you kill it, quickly followed by 
two more. The Poury is particularly good at taking Poukes out, so use its tremor 
ability as often as possible. : 


Once you wear down the Boobrie, you'll be introduced to a new kind of This area is filled with Poukes, Henkeys, and Impets. Use this area to unlock the 
absorption. Timing Absorption requires you to flick the controller up when the karma of your Ids. There are plenty of enemies to fight and plenty of opportunities 
Folks Id turns red. Doing this fills the red bar at the bottom of the screen with to practice multiple absorptions. The Boobrie is particularly good at hurting more 
blue and you can absorb the Id at that point. than one enemy at a time. 


NES S ex Practice Males. Perfect — — 


s A This is a good place to practice! 


Break the Memory Stone in this area with a Pouke for Life Drops. Go up the hill 
to the east and use the Boobrie to break the green Memory Stone. Two deer-like 
Folks are visible in the next area. These are Cait Sidhes and they'll run away if you 
attack, so follow them to the eastern path. 


Circle to the east and to the north to find the Impets. Use the Henkys to fell the 
couple of Impets flying around up here. 
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Pass through the next area, interviewing Faerys as you go. The denizens of certain 
realms in the Netherworld cannot pass from realm to realm on their own: They 
must use someone else's power to do so. In addition, each Netherworld is born 
from thoughts of death by the living. These thoughts encompass everything from 
hope to grief to thoughts of the dead. The Faery Realm was formed from thoughts 
of enjoyment after death. 


i There is a flying ladybug-type Folk in the next area. It is the Andraste and you're 
| locked in with it. Luckily, it's weak against Treants. The Andraste becomes 
extremely Vulnerable when it flips over on its back, It seems to be formidable, 
but you realize that it is too stow to be a real threat to experienced players. After 
beating it, you must perform a Timing Absorption. If you run low on health, 
there is a Memory Stone here with Life Drops inside. Continue to the north and 
then east.to go into the next area. 


A few Killmoulis and a Poury appear and attack you. Take care of them as usual— 
they've probably become instinctual kills by now. Go to the northeastern exit to 
proceed to the next area. The western exit is currently impassable due to three 
water-based Memory Stones. 


This area is filled with roughly ten Poukes. Tear through them and use the 
Andraste to do it. Releasing the Andraste's karma only takes ten kills, and Poukes 
have become easy prey. Defeating the Treant that spawns after they die shouldn't 
be too much of a problem at this point either. 


" A Faery in the next zone tells you that some quests may be available back in 
5 Doolin Village. Go back to Doolin to receive а single quest: The Gift. 


Return to the area you just came from by exiting to the southwest. This time, take е 96 т аур erc CP" 
the northern path. In this-area аге a bunch of Memory Stones. Some Memory = = ЦЕ Sidhe: Capture 


Stones hide Folks as well as Life Drops. Others have nothing at all inside. 


! you're having trouble capturing Cat Sihes try using a Browney 
Poukes and Killmoulis spawn while you progress through this area. As you defeat and Ogma combination to. take, them down! They run off as soon as 

one wave, another appears. Practice multiple absorption some more, as these are they attack you, so attack 1 ina flurry! Take advantage of the Faery 

no threat to you at all. Cloak against the Cait Sidhe. While wearing it, you're immune to 


| their sleep attacks! 
CBuy-a-boo! _ . 
s This is another Faery area, so you don't have to worry about fighting. Pick their 


In the third clearing, you'll find a sleeping Bug-a-boo. When you approach, hell ^ — prains for more info. As you progress down the path, an odd little boy appears. 
Stand and move to attack you. He has spikes that shoot out when he's threatened, „ Ellen questions him about her past, but he has few answers for her. 

so attack from afar. The Boobrie is pretty good at wearing it down, so use that and 
the Pouke to kill him. He'll drop Faery Realm Book Page 3. It suggests that 
Bug-a-boos are vulnerable to Cait Sidhes. Return to the zone with the Cait Sidhes, 
go east into the next area, and then exit that area to the north. 


She says that her earlier memories are of her life at an.orphanage at age five, and 
the boy suggests that something really bad happened to her. Ellen does not care, 
and intends to find out what happened. The boy says that his name is Herve. 


After you finish speaking to him, head to the west. There are.two Darus in this 

area. Absorb them both to gain a пей. There area few Memory Stones here that 
contain Folk food or Life Drops. р i йог to-restock and then 
exit the area. . 2 E 
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-Memory of the Dead _ 
When you return, head north and speak to Belgae and Livane: Keats asks if. shes” 
the one that Belgae spoke of and she confirms his suspicions: She continues — 
by adding that she used Belgae to reveal the Netherworld to Keats. Keats wants — 
to meet the dead, and Livane offers her help in this. She explains the concept of Ph. 
Folklores to him and also gives him Fairy Realm Picture Book Page 5. Dr > 


Head west from here. Fairy Realm Picture Book Page 3 can be found atter — 
defeating the two Treants lurking in this area. Three Killmoulis appear after rad A 
breaking open the Memory Stone containing Page 3. Be wary; there is e i 

Treant stomping around now. 


Return to the area where you met Herve and go north. You'll find а Bug-a-boo Head to the west and bear to the south, ignoring the northern path. You'll come to 

sleeping here. Attack and capture him, as well as his Killmoulis partner. the northern path eventually. You'll come across an Ogma. Use your Boobrie to 
wear him down and then complete the Timing Absorption to absorb its Id. Exit 
this area to the southwest. 


There are a couple of Browneys and a Bug-a-boo in this area. Use the Henky 
to down the Browneys and conquer the Bug-a-boo in the normal manner. The 
_ Browneys are perfect for beating Cait Sidhes. Open the Memory Stone to find 
Faery Realm Book Page 4. Continue west. 


wor nks in this area, Take them out, absorbing Ids, and go 

ê аге wo Pourys and one Hinky-Punk to take down in the next area and 
газе is effective here. If hits more than one enemy at once. Use the Hinky- 
Роп! ‘to break the three red Memory Stones. Exit to the north. 


that are patrolling, There is an Ogma that you need to take Ou and finish with 
a Timing Absorption. The white Memory Stone contains Fairy Realm 
Picture Book Page 4. Proceed to the southwest once you have the page. 


T>. 


= 


* 


‘Oblivion — — 


There are two Darus in this area. Killing both of them should net you lower MC consumption for the Folk. Use your strongest Don't bother going south, as you've 
Ids against them and they should eventually fall. Continue to the north and then follow the eastern path. You'll find а Bargest in already been there. It leads to the 
this portion. Use your newly found Ogma to take him down. He requires а Timing Absorption to gain his powerful Id. area with the first Bug-a-boo and its 
neighboring Ogma. Just head east 
instead. 


You'll enter another non-combat area. 
Scarecrow appears and lets Ellen 
know that another human besides her 
has entered the Faery Realm. Ellen is ff 
shocked. Scarecrow suggests that they 7 
go see the Faery Lord before anything ? f 
strange happens. Ellen needs to find Т? | 

the Folklore before it's too late. | 


However, there аге a few Quests that 

can be completed before finding 

the Folklore. Use the nearby portal TT 
to return to Doolin Village and go | 
to the pub, Talk to the barkeep at 
nighttime to acquire two quests: 
The Gig and Defeat Bargest. 


Keep your distance, but at Dê e {їп e sure aL you те close enough fo. 
connect with the Hinky-Punks attack. Once its gone, open the Memory Stones to 
get some Life Drops and regenerate your health. - 
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While the Faery Lord speaks, Cernunnos materializes. The Faery Lord orders 
Ellen to defeat the Folklore and retrieve her lost past. The Faery Lord gives Ellen 
N Foot Supply e Realm Book Page 5 and sends her on her way. Bogle, the Faery Lord's 
most elite soldier, once again mentions that there is an intruder in the realm. He 
Doing quests is a great way to says that the intruder is wearing glasses... 


earn new food for your Folks! | 
e y Return to the south and take the formerly blocked path. A new Faery explains the 


Cernunnos to you, and provides tips on how to beat it. Chopping off its tentacles 
makes it more manageable, but it spews flame and poison. When you're ready, 
head west and get ready for the Rite of Killmoulis. 


You'll come across a number of Killmoulis dancing in a circle. Take all of them 
out to make four Memory Stones appear. Loot all the stones and exit to the north. 


When you return to the Faery Realm, speak to Scarecrow once again. He informs 
Ellen that the Faery Lord is eager to see her and that they should hurry. Continue 
around this area, bearing north and then west. The Faerys agree that you must 
speak to the Faery Lord. If you try to go west from Scarecrows position, he'll stop 
you; you must see the Faery Lord first. Go north instead and speak to him. 


А Faery is in the hall standing just inside the gate. Speak with him to learn even 
more facts about the Faery Realm, including the fact that the Netherworld is being 
eroded away by Oblivion. The Faery Realm has managed to escape harm, but 

x will probably be affected shortly: 


Stand in the small alcove just in front of the Faery Lord to speak with him. Ellen 
asks him about her lost past to which the Faery Lord replies that the memories 
that people suppress are turned into Folklores. Folklores are giant monsters that 
are created by the worst of human fears. 


enter the hall ofthe oM Lord due to your outsider status, so backtrack and 
head to the northeast. 


The Pouke Festival has a bunch of Poukes—they all need to be wiped out. The 
first wave of Poukes is dancing around.a red Memory Stone. Slaughter them all 
and take care of the Memory Stones. They have Life Drops and Folk food inside. 
Once this is complete, proceed to the north and.prepare for a boss battle. 
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Ellen appears in the pub and speaks 
with a talking deer head. Though it 
appears to be the pub, it is actually 

a room designed to speak with the 
dead. It looks like a pub because that 
is an easy frame of reference for Ellen. 
The memory she extracted from the 
Folklore soon manifests as a person, so all Ellen must do is wait. 


Renaldo appears shortly. He lived in Doolin 17 years ago. You should approach 
him and speak with him. Ellen asks if he's Suzette's father. She explains whats 
going on to him. 


bumped Into 


^ № Herve, That boy just 
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ту beloved son... 
Ju f 
forget! He was murdered! , 
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Renaldo says that there were only a couple of children in the village at the time he 
lived there. Herve, and one other... 


Renaldo only has a short amount of time left, so he gives Ellen a letter to give to 
Suzette. He has something very important to say to her. After that, he turns into 
his natural form, a Mnemosyne. 


You're treated to a flashback cinema that shows exactly what happened 17 years 
ago. Renaldo demands that a small girl bring Herve back, but he ends up being 
knocked off the Cliff of Sidhe. He scrawls a message while he lay dying and stores 
itin a bottle to keep it dry 


Keats enters the door that appears and enters what appears to be a bar. As in 
Ellen's experience, however, the bar is just a figment of his imaginal 


After speaking with the deer's head, Keats appears in front of the Regine, the 
woman for whom he's been searching. Keats shows her the picture and the 
woman reminisces, over her poor family. She explains how she had to leave town. 
She implores Keats to tell Suzette that she wants her to live a happy life. Before 
she disappears, she mentions an odd happening at church. 


Ellen reappears in the Faery Realm and speaks to Scarecrow. Scarecrow informs 
her that the dead are absolutely dead in the Netherworld. He tells her to keep 
opening doors to other realms and meeting more dead inorder to find the 
answers she wants. 


You can't just travel from realm to realm whenever you like. You must defeat a 


Folklore in each realm in order to do so. Scarecrow tells her to go back to the village. 


There are other 


Keats gets a glimpse.of Regines past and sees Regine writing a letter to her 
daughter: After that, he returns to the Faery Realm and speaks to Belgae again. 
Belgae tells him that if he wishes to return to the Netherworld, he just needs 
another Memento of the Dead. 
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Use the portal to return to Doolin 
Village and travel directly to Suzette's 
house. Ellen tells Suzette that her 
father was thinking of her even as he 
died, but Suzette refuses to believe 
her. Instead, Ellen must go down to 
Dwarf Beach herself. 


When you get there, circle around to the canoes again. Ellen finds that Suzette 
followed her down to the beach after all. Suzette's angry, and doesn't want to know 
about her past. Suzette steps on a bottle—the bottle with her father's letter. She 
attempts to read it, but the writing seems to be smudged. 


Ellen asks Suzette why Suzette's mother summoned her here, but Suzette has no 
idea why she came. She only knows that one day, her mother raved about Ellen... 


Keats returns to Doolin Village after speaking with Belgae. Go to Suzette's house 
to speak with her and give her the news from her departed mother. Keats leaves 

and notices something out of the corner of his eye. What he doesn't know, though, 
is that someone actually is watching him... 


1/ years ago... something 
happened at the chich that 
shattered За 10е" family... v 


Keats enters the Faery Realm in pursuit of the truth about a 


murder mystery from long ago. But the truth was far from 
his grasp. 
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years ago, when, because of 
something a man called Ryan v 


Ра 
f 
Е 
i 


NE 
E 
۳ 
Каст 


Warcadia Ficture Book Рэде 4 
2 


Warcadia Ficeture Book Fa: 


| Wareadia Fieture Book Fage 5 


Warcadia Fiefvre Book Page 5 
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Family Bonds 


PS] 
17 years ago, something happened 
to Suzette's family. Suzette's father 
heard about the incident at the church 
from Lighthouse keeper Ryan. Ellen 
wonders if Ryan is still in the village 
Exit her hut to the north. 
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There is а blue dot on the map near 
Ellen's hut. Walk over to speak with the 
man who turns out to be O'Connell. 
He fells you that he just arrived in the 
village a week ago. He doesn't know 
anything, but reacts with suspicion. 
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Once you're finished with the conversation, check each of the houses. Suzette has 
no new information foryou. When asked, Harriet reveals that she remembers а 
clinic and also reveals that Ryan was murdered on a desolate night. It was winter 
back then, as well. He was killed in the graveyard. 


Ellen asks for a memento of Ryan, and Harriet suggests that Ellen take a photo of 
him. Harriet simply asks that Ellen let her know if she finds anything out, and tells 
her to visit the hut оп а cape to the north. 


" ты 1 " R 
32019 Lighthouse Саре —~ 


Proceed to the northwest and to the exit. You'll find yourself on Old Lighthouse 
Cape. Keats is standing near the small hut and he has more information on the 
tragedy that he's investigating, in addition to half of a photograph. 


1 wonder what's om the other 
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>The Whole Affair - — — 
This murder mystery began 17 years ago because of something а man called 
Ryan told Suzette's parents and Keats must now discover what it was. Return 
to the town and explore the area. Speak with Mrs. Lester to get a hint of what 
occurred back then. She tells.you that Harriet was a good friend of Ryan's. 
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This whole af Гай started T7 
years ago, when, because of 
something a man called Ryan v 
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Keats asks Harriet about Regine, who says that she knows who Regine is. Keats 
continues on, asking about Ryan. Harriet says that Ryan is dead, but that he was 
a kind and helpful man while he was alive. When Keats asks her for a memento, 
Harriet says that she gave it to a young woman. She suggests that you go see the 
owner of the pub. 


The other half of the photo is the young boy Herve, tucked into a hospital bed. Even 
with this new information, Keats doesn’t have a clue as to what is going on. Keats 
asks if Ellen minds if he borrows half of the photo until tomorrow. You can select 
either Yes or No. Choose Yes to give Keats your half of the photo. He'll receive 
Ryan's Memento. Choose to rest until night comes and visit the Henge. 


You can save your. game by interacting with the diary on top of the 
desk in this hut. — 


The pub owner was in the army with Ryan. The Pub Master says that everyone 
liked Ryan, so no one had any reason to kill him. He says that it must have been 
the work of Hag, a goddess from Celtic mythology. He goes on to say that Ryan 
lived in a hut off Old Lighthouse Cape. Perhaps answers сап бе found there? 


Head for the Lighthouse and enter the hut. Check the glowing star on the cabinet 
to find a piece of a photograph. It shows a young boy in a hospital bed. What 
could it mean? 


Ellen appears as Keats leaves the hut. They discuss the goings-on in town and 
Keats decides to give Ellen his half of the photograph. He idly wonders what she'll 
do next. Choose to rest, and then visit the Henge once darkness falls. 
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ES Warcatial 


You run into Ellen on your Wa e He 
what the Netherworld actually paca | 
church to get Ryan's memories. 
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Soon, Keats appears in Warcadia. 
Belgae stands at his side and explains 
the difference between the Faery Realm 
and Warcadia. It is a contemporary 
image of death, hence the modern war 
machines and destruction. Keats must 
defeat the Folklore and find Ryan to 
get the answers he seeks. 


You begin on Beachhead and must travel north, speaking to the Rebel Denizens 
and Faerys along the way. Continue to the northern exit and pass through once 
you've chatted with everyone along the path 
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After choosing Yes, you find Keats on your way to the Henge. The two of them 
discuss the Netherworld and its implications. Keats does not completely believe 
in the Netherworld, and requires more proof. Ellen asks to come with him, and 
he consents. 


They both arrive at the Church Graveyard, but fall into a mysterious pit that 
suddenly opens up beneath them. A gate appears above them, representing the 
entrance to the Netherworld. For the first time, both of them appear to enter the 
Netherworld at the same moment. 


When Ellen reappears, she finds herself standing next to Scarecrow in Warcadia. 
Scarecrow says that modern man created this area, and that there is an enormous 
Folklore lurking inside. Defeating this Folklore will allow Ellen to meet the 
Lighthouse keeper, Ryan. However, this Folklore is extremely powerful and should 
not be taken lightly. 


I wonder If he's going lo m 


t appear and absorb their Ids as you progress. Travel'up the 
est to find more. Hawk ds are effective against their Folk 
It be afraid to utilize your new lds freely. 


Proceed north along the path and speak with the Faerys. One of them will have 
new information involving your mission in Warcadia, exploding rocks, and your 
choice of paths. 


Keep heading to the north, speaking to each person you meet. The third person is 
a Rebel Denizen. It entered Warcadia to help clean it up. However, they fought for 
too long and ended up turning into Warcadia Folks. 


The fourth person is Bogle, the Faery Lord's elite warrior. He came to Warcadia 
after Ellen opened the door and pledges the Faery army's support to Ellen, 
promising to guide her. 


Bogle explains that the Folks in this land have divided into two armies and are 
fighting each other. This fighting must be stopped. The only way to stop them is 
to defeat the Warcadia Folklore, which results in the Faerys bringing the realm 
under control. Neither Ellen nor the Faerys believe in contlict, but it must be done. 
While Ellen is searching for her memories, she will also be partaking in this war. 
Exit to the north. 
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Take [пе northwestern exit. You'll find yourself fighting against Hawks and 
Barragers. Travel to the northern section of this area to discover seven more Folks 
desperately wanting to battle. Defeat them to get a chance to break open the two 
Memory Stones and then exit this area Ма the eastern path. 
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_ Five Folks greet you as you enter this area. Clear out 
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You'll get your first Warcadia Id in this area as there are three Hawks lurking 
around. They are relatively easy to take care of, but they attack in groups with their 
bayonets. Proceed north and up the stairs to capture four more. 
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traveling to the southwest. 


There are plenty of enemies and a few Memory Stones to be found here. Eliminate 
the Folks before moving on. Climb the steps at the southern edge of the area 

and use a long-range Id to break the Memory Stones. Return to the northen path 
by either backtracking or traveling to the western exitand back around. Take the 
northwestern path to fight Volcano. 
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Go to the east for a Memory Stone. Use your newly acquired Hawks to break it 
open, after which three more Hawks appear. Beat them to reveal another Stone. 
Use it to replenish your health and then exit to the northwest. 


There are five Hawks just inside the entrance to this area. Capture them all and 
break open the two Memory Stones. There is a cluster of Barragers and Bullseyes 
just up the stairs and they're backed-up by Hawks. Don't let their numbers 
overwhelm you. The Bullseye has a pretty nasty ranged attack. Break open the two 
Memory Stones that appear after you kill them.all and leave via the eastern exit. 


There are three Memory Stones in this new area. Breaking them open reveals four 
Hawks and one Bullseye, in addition to Life Drops. Proceeding to the south takes 
you to a new area containing four Hawks and killing them exposes two Memory 
Stones and an explosion. 


Go down the stairs to the south and make your way to the final Memory Stone. 
You'll find Warcadia Picture Book Page 1. Exiting this area to the west leads 
back to a familiar courtyard. Exit this area to the northwest once more and then 
continue to the northwest into the new area. 


You eventually move оп to a non-combat area. Livane is there and she lets Keats 
know that many Faerys have been sent into Warcadia. Immensely powerful beings 
sometimes control Denizens of a Netherworld. The Faery Lord is one of these 
beings, and he is the one who invited Elfen into the Netherworld. 


You are given a chance to ask Livane questions about the Netherworld. Take 

the time to pick her brain. She'll say that the Faery Lord aims to change the 
Netherworld. The Faerys don’t think that the Netherworld is how it should be. The 
Faerys are clinging to an older era. 


Keats asks about the relationship between the Faery Lord and Ellen to which 
Livane responds that the Faerys are using her to open up all the realms. After she 
finishes speaking, return to Doolin. The Shield Wall quest waits and serves as a 
perfect interlude. You'll get the Ga-Dearg Id in the process of doing this quest. 
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The Degasser is inside this arena. You can take him out with any of your Warcadia Ids. This tactic allows you to stay away and attack from afar. You can't exit this area 


until you beat him, thanks to a barrier on the northern wall. 
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Press АЗ to get a tutorial on how to do the specified absorption, 
just in case you forget: 


If you don't do the quest, you can get саа in йды to the east oft the save 
point. Defeating the lone Ga-Dearg : serves lo s ‘summon more Folks, from Bullseyes 
to more Ga-Deargs. There is a Memory Stone in the southeastern corner that has 
Warcadia Picture Book Page 1. Be ready to fight off more Ga-Deargs after 
getting it. There are a couple of Ga-Deargs at each exit. Take the northwestern exit. 
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— You eventually reach an area occupied oco flanked уйыне” 


Wear him down until he’s ready to be absorbed. This is a Beat Absorption. 
You must shake the SIXAXIS™ wireless controller from right-to-left in order to 
complete it. Break open the Memory Stone that appears when he falls to get 
Warcadia Picture Book Page 3. Exit to the north. 


You'll find Scarecrow in the next area. He'll let you in on the fact that the Faerys 
want to go to the depths of the Netherworld, but he won't tell you why. Another 
Faery says that all the Folks in Warcadia died due to accidents or in sudden 
situations. Therefore, Ryan must have been killed accidentally. .. 
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support. Defeat the Hawks and then use a Beat Absorption to acquire the 
Brummbear's ld. Exit this zone to the south and then take the western exit to enter 
an area with а number of Memory Stones. You can't enter this area until you have 
acquired an Id with the Ice element, so make a note of this place and head north. 


to get Wareadia Picture Book 


Explore the burned out area, and then return to the southern exit, Fight the A flying Folk, known as Warthog, attacks you in this section. Use the Degasser 
Degasser three more times to unlock its higher attack power. Go back to the north ала Ga-Boi to take it out. More Folks spawn shortly after; it's a large group 
when you're done and take the eastern exit. composed of a new Warthog and four Hawks! 


You'll find the Ga-Boi Folk in the next area. Hammer it with your Degasser (which 
is hopefully powered up!) to take it out. Another Ga-Boi appears once you defeat 
it, and a third appears after that one is finished off. Break open all the Memory 
Stones using the Ga-Boi and you'll find Warcadia Picture Book Page 2. 
Beware, as another Ga-Boi appears to fend you off. However, defeating this one 
should unlock Ga-Boi's karma, as well, giving you a longer combo for it. Go to the 
northern exit. 
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Don't let these enemies surround you. Use area ol effect Ids to keep 
the Hawks on the ground. 
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Gargantuan < = = - 
You're going to-go up against a Gargantua in this section. Use the Brummbear 
to damage it until you can capture its Id. Evade its attacks using R2. Attack the 


Gargantua from behind, but don't get run over in the process. You must use a 
Beat Absorption to capture itGo to the north after defeating it. 


Ш and open the ‘Memory Stone 


Page 4. Another Patriot appears 
behind you once the page is.in your 
hands. Kill it, exit this area, and then 
proceed north. 


Move up the steps to speak to Livane. She says that the Faerys are en route to the 
fortress with Ellen right now. Keats wonders why he didn't meet Ellen in Warcadia, 
but Livane explains that the human perception of time means nothing in the 
Netherworld. Speak to the rest of the Faerys. Before entering the Battlefield, go 
back to Doolin to do the Bullseye’s Request quest. 


e north across the bridge to get to a Memory Stone. Multiple Hawks 
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jehind you once you reach it, so watch out. Exit this area toward the south Battle Royale - 


ck to the non-combat area. Take the western exit this time around. 


You'll pop up in an area with a ton of Memory Stones. Break open the first one 
to reveal a number of Ga-Bois and a Patriot. Absorb the Patriot Id to get an 
impressive new guard Id and then take care of the Ga-Bois as usual. You can't 
break the floating Memory Stones just yet, but remember this area and keep it in 
mind. You'll have to come back here later on. 


Return to the northern area and take the western exit. You'll find three mines on 
the ground. Use the Hawk Id to blow them up and then take out the Ambush Folks 
to earn a new Id. Use a Boobrie to break the Memory Stones. Killing all three 
Ambushes gives you Warcadia Picture Book Page 4. 


Break open the two Memory Stones just inside this area and begin the fight 
against the Gargantua. Use the Ambush Ids to lay land mines in its path; Ga-Bois ў 1 
will hurt it, as Well. Go to the north to find Fort Avalon. К 
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Bogle is here once again, and 
reiterates his support of your quest. 
Ellen wonders why they are all so 
willing to help her along, but Bogle 
simply says that helping her “benefits 
the Faery Realm.” They have no 
intention of bringing war to any realm 
but Warcadia. Speak to the other 
Faerys and then return to Doolin to 
do the quest Bullseye’s Defection. 
Completing this quest nets you the 
Battlefield Cloak. 


Continue north after completing 

the quest. Six Folks spawn and 
immediately attack! Dispatch them 
quickly and then break open the 
Memory Stones. Use the Boobrie to 
accomplish it, but be careful. Three 
more Folks appear and attack once the 
Memory Stones are broken. 


Move north and find the new group of 
Folks. They are going to overwhelm 
you through sheer numbers, so use 
the Patriot to shield yourself as you 
attack. Defeating the entire group gives 
you access to even more Memory 
Stones. Warcadia Picture Book 
Page 5 is їп Опе of them. 


Proceed north to begin the fight with 
the Dreadnought. 
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sympathy. Livane wants Keats to work with her to save the Netherworld, but before 
- ће сап decide, Ryan appears. 


Әм зит Ryan tells Ellen to tell Harriet that everything is his fault. If she doesn't believe 


im “Fade Away ес: > ЛӘ Ellen, you should take her behind the church. Ryan turns into a Mnemosyne and 


Ellen gets a chance to relive his memories. 


Ellen will notice Faerys who are beginning to fade away into nothingness. They 
beg her to help them, but she faints in a panic. When she awakens, Ryan is 
standing near her. 


He escaped once the Folklore was defeated. He asks why she came here, and she 
reveals that she is in search of information. She wants to know what happened аё 
the church and why he was killed 17 years ago. ч \ 
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17 years ago, Ryan was behind the church with Harriet. They. saw 
Lester talking inside the church. They took the now-damaged phot 
Ryan suggests asking Dr. Lester about what was actually going on i 
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Ryan's | : 
-Ryan:s Memory 
Keats speaks to Livane after the battle. She's. upset that the Faerys did not leave Keats speaks to Ryan feularly want to talk about what happened 


the fight to. Ellen, and remarks that it is a complete waste. Keats is surprised at her — to Suzette's fami is simply 0 o.tragic. He tells Keats about his experience 
behindthé church. = ^ «^ 


É m frwestigating the incider 
Руса ago. 


If you want fo know, 
then work with те, 


Ellen views the tableau that resulted in the destruction of the photo, and also 
gets to see the moment of Ryan's death. He speaks to a little girl, asking her a 
question, before grunting and collapsing in pain. 


When you regain control, head to the 
south and speak to Bogle. After he's 
finished, use the portal to return to 
Doolin. Go and speak to Harriet and 
Ellen gives her his message. They 
travel to the rear of the church and 
Harriet reminisces about Ryan and 
thinks on his message from him. 
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He saw Herve lying in bed and Dr. Lester looking upset. The sight greatly upset 
Harriet. Ryan told Herve's parents about the photo and explained to them why 


Herve died. That happened a few days after the photo was taken. 


Herve was happy the day before. He and his father, Renaldo, were going to the 
Lighthouse. Ryan told Renaldo exactly what Harriet told him. Herve's parents 
turned ashen and left. Ryan isn't sure what happened after that point. Keats fills in 
the blanks in Ryan's story. Renaldo died. Keats demands to know what Harriet told 
Ryan, but Ryan does not tell him. 


Ryan doesn't have much time left, as he is about to turn into a Mnemosyne. His 
final wish is that Keats tells Dr. Lester that the Faery is back. He also wants Harriet 
to forget the past and to embrace life. 


Keats experiences Ryan's experience with Harriet and the photograph. Harriet asks 
Ryan to get the truth out of a young girl. Harriet warns him that she may havea 
Faery guardian, and to watch out. 


When Keats returns to Warcadia, there is nothing left to do. Return to Doolin and 
go to Harriet's house. Deliver Ryan's message to her; Keats then asks what she 
saw at the church 17 years ago. 


Harriet replies that she was simply testing a theory. She thinks that Ellen was in 
the village 17 years ago. When Keats asks what she means, she simply says that 
he will see very soon. 


What she discovered in Warcadia has brought Ellen one step 
Closer to the truth. What secret could be hidden in Doolin's past? 
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“The Faery is Back 


17 years ago, something horrible happened at the church. Ellen has to figure out 
what happened at the church, and Dr. Lester seems like the best bet to further 


her knowledge of the event. When she arrives at Dr. Lester's house, she finds that 


Keats is already there. 


Dr. Lester appears to recognize Ellen and asks Keats to return later that night. 


Keats leaves, giving Dr. Lester and Ellen some time alone. Dr. Lester asks her what 


the secret password of the Faerys is, but Ellen cannot remember. 


He continues to grill her, and asks where she hid a set of Medical Records. Once 
again, Ellen has no idea. Dr. Lester apologizes, but he loses his temper when 
Ellen asks if he knew anything about Ryan's murder. He asks for her to leave his 
house. Ellen begs to stay. She only wants to learn the truth about her mother and 
her past, but Dr. Lester is unshakeable. 


He feels that Ellen only came to torment him and kicks her out. She finds Mrs. 
Lester waiting outside. Mrs. Lester says that she can tell Ellen what happened 17 
years ago, but only if they can discuss it in Ellen's room. 
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"The Faery is Back" appears obvious, but it only raises more questions. Keats 
mulls it over, and realizes that his curiosity will one day be the death of him. He 
just cannot give up this case. For now, he has one mission. He needs to find Dr. 
Lester and tell him what Ryan said. Head to Dr. Lester's house to speak with him. 


Speaking to Mrs. Lester reveals that he still won't leave his room. Keats enters 
Dr. Lester's house and delivers the message. Dr. Lester pauses in shock and asks 
if Keats is playing some kind of prank on him. Keats assures him of his honesty, 
and Dr. Lester begins contemplating Keats's words. Before he can say anything, 
however, Ellen enters. Dr. Lester suggests that Keats should return tonight to 
further discuss this matter. It's obvious that he cannot speak to him in front of 
Ellen, so Keats leaves them alone. 


* (ja py Е 
After Samhain 
It has been ages since Mrs. Lester has spoken frankly to her husband. Their 


relationship has deteriorated ever since that fateful night 17 years ago. Dr. Lester 
changed after that night. 
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In the week following Samhain, three people met their deaths. The police were not 
called, and the village just wanted it swept under the rug. Mrs. Lester tells Ellen 
more, but she doesn't quite understand. 


When Ellen asks the name of the deceased boy, Mrs. Lester reveals that it was 
Herve. This helps Ellen put together a-small piece of a large puzzle. Once Mrs. 
Lester is done, go to the Lighthouse to re-enter the Faery Realm. The gate is to the 
northwest of the village. 
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Outside, Keats thinks about Dr. Lester's reaction. There is something fishy about 
Ellen, as well, Keats makes it a point to return to Dr. Lester's place tonight to finish ° < 
their discussion and uncover what's bothering him. 


“Another Murder 


When Keats wakes up from his 
rest, go directly to Dr. Lester's 
home. Mrs. Lester reports that her 
husband is gone and asks Keats to 
find him. He almost never leaves 
the house, so she's afraid that 
something has happened to him. 


Keats opts to go to the Henge to try 
and find him. As you travel down 
the village pathway, Keats comes 
across Suzette who remarks that the 
Henge is a frightening place to visit. 
Keats believes that the comment was 
pathetic and briefly wonders about 
Ellen's whereabouts before continuing on to the Henge. 
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Ellen steps through the gate and returns to the room with the deer's head. She 


Cort. s | 
asks the deer to summon Herve, but the deer reacts out of jealousy. Suddenly, а Flashing Back ' 


young girl named Cecilia appears. 


After the conversation, Ellen exits the bar and finds herself in Gesh Forest. After 
taking a step, Dr. Lester appears before Ellen. He screams Herve's name before 
disappearing. After that, Ellen reappears in the real world. 


Once you exit the area, Ellen shows up at Dr. Lester's house. Keats, Suzette, 

and O'Connell are inside and already discussing Dr. Lester's death. They briefly 
attempt to figure out who is behind all this carnage and mystery before Ellen 
leaves. She still has questions, so she sets off for the Lighthouse to find the ash 
tree where Cecilia buried something. 


Go to the hut near the Lighthouse. Check the tree next to the hut to find Medical 
Records and Cecilia's Picture. Select to rest and visit the altar at night when 
you're given the option. 


She speaks of Herve, and a secret that they bufied.tog h 
Ellen asks if she died, but Cecilia ES ; 
that Herve went to the bottom gj 
treasure at the bottom oft oí 
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accompanies him and they discover the missing Dr. Lester. Hes dead 
ing in Me center of the Henge. Who could have killed him? Who was that 


B Ellen arrives at Dr Lesters house and quickly becomes distraught over the 
murder. O'Connell mentions that the Hag must've done it, which piques Ellen's 

“interest. Не:ѕауѕ that a strange woman has been lurking around. Keats wonders 
which one of them is behind all the madness plaguing the region. 
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Use the Medical Records at the altar. Nothing happens. Try using Cecilia's Picture 
next. Keats appears, surprising Ellen. He warns her of the danger of wandering 
around alone while a murderer is on the loose. Ellen begs him to track down the 
murderer and attempt to solve the mystery. Ellen will pursue the answers to the 
mystery of the past while Keats works on the mystery of the present. 
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5 motive. He feels thathe should have a ‘ni Conversation 
. Lester. Approach her and speak with her. Keats explains that he wants to 
o her husband's death and asks about Ellen's relationship with the doctor. 


Ellen came here yesterday. 
hek weak was her rchiijorsbap 
with the doctor? 


Mrs. Lester doesn’t know, but she says that Ellen reminded her husband of Cecilia 
with whom the doctor was somewhat obsessed. Cecilia was friends with Herve, 
but she died 17 years ago as well. Mrs. Lester cannot take much questioning, so 
she retires and asks Keats to leave. Choose to Go back for the night and Keats 
returns to his base, 
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The. Undersea City: - 


This new Netherworld is aquatic. The first area is the Old capitol and, as usual, 
Scarecrow is there waiting for her. He says the Undersea City has been tainted 
by Oblivion. The Undersea City is no longer a part of anyone’s memory. She 
should go to the Forgotten Palace to defeat the Folklore. 


the door to the 
һа opened? But haven't been 
umrmotjed! 


Continue along the path and speak to the Faerys along the way. They have 
tips on trapping Canine Folks and can explain a little of the history around the 
Forgotten Palace. 


Rest on Keats's couch to begin a story 
sequence. Keats sleepwalks to the 
Henge, but awakens when he arrives. 
He sees Ellen standing near the stone 
in the center of the Henge. 


Keats goes up to Ellen and speaks to 
her, warning her about the murderer 
that's on the loose. Ellen reveals that 
shes found something that could help 
her access the Netherworld again. They 
are Medical Records for Herve. 
Keats moves to leave, but Ellen asks 
him to figure out who the murderer is 
first. Ellen suggests that she will take 
care of figuring out the past. 


Keats looks at a picture hidden in the 
Medical Records and makes a mental 
connection. The picture is one of the 
beach. Is that were the gate is? Use the 
Medical Records to open the portal at the Henge. 
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The Faery Lord is at the end of the 
path and speaks to Ellen about his 
objectives. The Faery Lord seeks the 
Netherworld Core. It's a special place 
beyond the five realms. It is a place 
that can only be reached by those who 
have overcome their fears. In addition, 
it can reveal Ellen's forgotten past. 


The Netherworld Core is based on the human subconscious. 5,000 years ago, a 
law was broken that came from the Netherworld Core. The Faery Lord wants to 
fix the harm that was done at that point in time. The Undersea City is Ellen's third 
Netherworld. She must defeat the Folklore in this area before moving on. 


Move on and enter a large and open area. Three Asrai are waiting inside. Beat 

them and absorb their.lds tojgain a new attack, Another spawns when the initial 
three have been defeated. Opegife'area's bee Bfscontinue-on and exit to 
the east. کا‎ 
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and leaps into the fray. 


x: Undersea City — M 


When Keats arrives in the Undersea 
City, he finds Belgae there waiting ОП 
him. Belgae explains that the city has 
been forgotten by man, so it's fading 
into nothingness. The Folklore lurks 
in the Forgotten Palace. However, 
the Faerys.have come to this place, so 
Keats must be careful. 


The ultimate goal of the Faerys lies in the heart of the Netherworld, the 
Netherworld Core. That is the final destination for those who seek truth in the 
Netherworld. It is Oblivion. The Faerys want to release the thoughts and memories 
that have been stored there 


Speak to Belgae once more, learn all 
you can, and then head north along the 
path. When you reach the end of the 
path, Herve is there waiting for you 


Two Dracae and three Asrais are in the next area. The Огасае Folks can trap you There are eight Memory Stones and two Asrai in the room to the north. Take 
in one spot with their green mucus—dont let them do it! Take them out before them all out and continue on. Three more Dracae Folks are in the next area and 
worrying about the Asrai: They sometimes drop belowground to avoid attacks. a Memory Stone appears after you defeat the three of them. Undersea City 
Picture Book Page 4 is inside. Exit to the west. 


27 


Keats recognizes him immediately. Herve recognizes the name of the magazine 
that Keats works for and mentions that he used to read it all the time. He tells as soon as you can. Use some of your Warcadia Ids to lure out the Drarucus 
Keats of his plan to head for the Swamp of Oblivion. He wants his entire from their shielded positions. Take the western exit and enter the next part of 
existence to be forgotten. With that, Herve disappears. Enter the arch. the Netherworld. 


You'll meet your first Undersea City Folks in here. There are three Asrai in this area. 
They use a similar attack as the Hawks from Warcadia. Exit this area to the east. 


There are two Asrai and а Cu Sidhe. Use the Dracae Id to capture the Cu Sidhe for “є E 2 : = eus 
its powerful ability to charm enemies. After that, take care of the two Asrai. Open ate Ap proachin 9 Oblivio n 


the purple: Memory-Stone to refill your life. Take the northern path. A Hobbledy and three Asrai are waiting in this area. The Hobbledy shoots 


thunder-based attack, so remain vigilant. Four Asrai Folks appear after you defeat 
the first wave, and a Memory Stone appears once the area is completely cleared. 
Break it open and continue along the path to the northeast. 


There are four Annwns just insi¢ 
There are a few Asrai in this room, along with two Afan 
-damaging ice attack that can strike at range; so play it 
down and absorb one of them when both are ready,to be а 
- Absorption required to defeat them is tough to do when 


MT. - Break open the blue Memory Stone to retrieve Undersea City Pictu 
(th Page 3. Take the northeastern exit. 
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There is a new Folk in this area called Fraxinus. It can either shoot slash attacks Ellen asks why Keats has allied himself against her, but Keats simply says that 
at you or dash in an attempt to knock you down. Use the Огасае to trap itin place Herve is headed for the Swamp of Oblivion. Livane says that anyone who enters 
and then use the Asrai to: damage it. When it's ready to be absorbed, must use a the Swamp will slip from existence and be forgotten by all. Keats asks Ellen to 
Balance Absorption. Tilt the controller so that the 10 stays balanced. Eventually, — choose between the Faery Lord and the boy. 

once you've mastered the technique, you will absorb it. 


Will she go to the Swamp of 
Oblivion or The Forgotten 
Palace? The choice is yours. 
Both paths are detailed within this 
walkthrough. Simply skip to your 
path of choice. 


Head northeast to find a new Memory Stone. Leave this place via the eastern exit 
to be given a chance to save. The Faery Lord and Livane appear as you.go down 
the path, and Keats is hot on their heels. 
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You'll find yourself in the Old Capitol 2. Save at the portal and travel back to 
Doolin. Rest once, so that night falls, and then head to the Old Lighthouse and 
enter the Faery Realm. 


There is a jelly monster in here: It's an Agar-Agar—a tricky Folk to beat. Hitting it 

simply makes more appear. You must freeze it, preferably using your new Afanc Take the portal to the Road of Daru from the Faery Realm. Continue on to the 
Id, and then strike it. It requires a Balance Absorption, so don’t make it split south, pass through this realm, and exit to the west before heading to the west 
too often, or else it will become extremely difficult to handle. Exit this area to the Once more. Break open the blue Memory Stones using one of your ice Ids. 
northeast when they are finished. Capture the Bug-a-boo Folk and return to Doolin. 
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Ellen agrees with Keats and says that she must go and save Herve. He disappears, 
leaving Ellen to speak with Scarecrow. He tells her that Herve is in the Swamp of 
Oblivion. Circle around the path and enter the Swamp. 


A Peg Powler and a couple Asrai are itching for a fight. The Peg Powler requires a 
Timing Absorption before you can absorb its Id. Take care of the Asrai as usual 
and then exit to the north. Use your new Peg Powler Id to shatter the Memory 
Stones, and then beat the Asrai. 


You'll find three Alraunes in this area. Use your Dracae to immobilize them so 
that they don't shock you and freeze you in place. Once you beat all four, two Peg 
Powlers come out to attack you. Use your Hobbledy to take them out quickly, 

but there are two more Peg Powlers to the east. Take the southern exit to go to 
uncover a new area. 


Keats renionsia someone is E И апр of Oblivion; Livane reacts 
break open the Memory Stones in shock, as anyone who enters the Swamp is immediately erased from everyone's 
ва dia Picture Book Page 2 and some Folk food. memories, Livane wants him to focus on one thing at а time. While they speak, 
al back to D | and go to sleep in your base. Head for.the pub as the Faery Lord shows up and sparks a Conflict. Livane demands that they choose 
Soon as you get a chance. Only do the Homesick Bug-a-boo and Shield Wall who is going to which area. 
quests. Save Chase Away the Thug for later. 


If you chose to explore the Forgotten Palace as Ellen in her chapter, Keats will 
visit the Swamp of Oblivion: you chose to visit the Swamp of Oblivion as Ellen, 
then Keats will take on-the Forgotten Palace. 


M ac Ellen, ade 
paths are covered in full 
within this ga 


Alter you finish, return to the Undersea City via the Cliff of Sidhe. Teleport to Old Just skip ahead to 


Capitol 2. Move forward and speak with Livane who explains that the Forgotten for; bets if F 
Palace lies behind her. It was formerly the location of the throne of the king of the ¢ the pete 
Undersea City decided to take, or 
| d s right on to the 
af Oblivion. 
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There аге a few Hobbledys in this room. More enemies swarm once you killthem = Three Memory Stones are in the next area. The blue Memory Stone holds 

(the Asrai is particularly good if you can get in close). This battle is going to be Undersea City Picture Book Page 1. Breaking all the Memory Stones reveals 
extremely difficult. Four Cu Sidhes and three Peg Powlers are going to make your _ four Ascidia. Use your Warcadia Folks to break them down. The Degasser is 

life difficult. extremely effective, but the Ascidia have high defense. After the Ascidia fall, three 
Peg Powlers rush in to take advantage of the situation, but will soon find that 


Use your Dracae to eliminate the Cu Sidhes with a single shot. After that, taking 
you're too tough for them. 


care of the Peg Powlers becomes much easier. However, you must still capture 
them with a Timing Absorption. Return to the north and take the eastern exit 
this time. 
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Ellen tells Keats that she must go and fight the Folklore. She runs off into the Forgotten Palace, leaving Keats alone. Descend шоо VS б 
the path and enter the Swamp of Oblivion in search of Herve. 
‘Use th the Drarucu to 


There are two Selkies and two Afancs in the first area of the Swamp. As you progress through this area, three more Aughisky “that pesky Selk e's ld! 
Folks begin attacking as well. Take the eastern exit once the area's clear. 


There are a few Aughisky and Asrai Folks in this room. Defeat them and go to 
the north. Break the Memory Stone in this area to find Undersea City Picture 
Book Page 4. You also need to take care of the twin Selkies and the squad of 
Asrai in the process. 


Return to the west and take the 
northern path this time. You're fighting 
a Malabricus in this area. It's fast 

and maneuverable, but vulnerable 

to Hobbledys. The Hobbledy does 

not have an extremely long range, 

So stay close, but be careful that 


Dr. Lester is in this area and he wants 
Ellen to find Herve immediately. He 
feels responsible for the fact that a 
giant monster has enveloped Herve. 
The Underwater citizens clue you in 
on Oblivion, the swamp that is going 
to take over the Undersea City. One 


totem 


the Malabricus's physical attacks don't hit you. If you're having trouble, wait for Underwater citizen says that Brigantia, the Folklore of the area, is vulnerable to 
the Malabaricus to get tired after its corkscrew attack and use your Hobbledy to thunder shots to the tail. Keep this in mind; you'll be facing that beast in just a bit. 
whittle down its health. Once you finish it off, continue to the north. Speak with all the inhabitants of the area and save the game. Before continuing to 

the north, however, return to Doolin and complete the Voice from Below the 
т — T г Sea and Raging Malabaricus quests. 


Upon returning to the vicinity, follow the skinny path until you exit the area. There 

- _ is one Alraune and four Asrai Folks in this area. Your own Alraune Id is pretty 
good at keeping them at bay, so.use it in combination with a shield Id to stay safe. 
Break open the white Memory Stone to retrieve Undersea City Picture Book 
Page 5. 


Don't forget that Alraunes require Balance Absorptions. Save them 
for last. 
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| se path. Tema two Augiskys and two Asrais Go to the previous room and take the northern exit this time. The Exedra Folk is 
inthis room and its tricky, since it flies where Keats cannot reach it. You need to 
hit it withthe Gargantua to bring it downto ground level, and then burn it with 
your Hinky-Punk. Wear it down enough and you'll be able to perform a Timing 
Absorption to take its Id. Take the northern exit. 
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After you beat the first wave of foes in this area, two more Alraune and a few Cu 
Sidhes rush in and attack. Take care of the Cu Sidhes with your Dracae and then 
turn your attention to the remaining Alraunes. Three Memory Stones appear 
after they fall. Refill your life.and grab the Folks food. Continue to the north to 
fight Brigantia. 


‘Forgotten Palace 


If you choose to go to the Forgotten Palace, Ellen explains that she must defeat | yy 
the Folklore before the Forgotten Palace disappears. Keats believes that Herve is X V fi 
the missing link, and he is going to go after Herve—for Ellen. f ] li 


9, 


sinking by sucking up Oblivion. 


Dr. Lester is here and Keats mentions that he came looking for him, Dr. Lester 
simply wants him to help Herve.and keep him from being erased from reality. 
Herve has been enveloped by the Folklore. Dr. Lester tells Keats that his will is in 
the desk at the church. 


You might be able to qet it 


from behind. Of course, you Il 


Head north into the Forgotten Palace where four Ascidia аге haunting this area. 
Upon beating them, you receive Undersea City Picture Book Page 1 
Continue north into the next area. 


your game. Head back to Doolin Village and rest 
Ganconer in the pub when Keats awakens to complete a quest: 


to find Undersea City Picture 
Afancs and go to the north to Bégi 


There are nine Memory Stones to be found in here along with four Asrai. Taking 
out the four Asrai gives you plenty of time to break open all the Memory Stones, 
so do the smart thing and eliminate the threats first. Once they're all cleaned out, 
go to the east. 


You'll come across a couple of Peg Powlers as you travel across this bridge. They 
are weak against Hobbledys, but try using your Ga-Boi to take them down as well. 
They are weak against thunder-based attacks in general and the Ga-Boi is perfect 
for this. 


p 


` Forgotten Palace —_ 


If you go to the Forgotten Palace, 
Ellen travels to the Swamp of 
Oblivion. Enter the palace to find two 
Afancs in this area. Defeat them and 
claim the Undersea City Picture 
Book Page 1 from the Memory 
Stone: Exit thisroom. 


Six Cu Sidhe appear after the Peg Powlers fall to your Id. Use your Огасае to take Тмо more Alraunes are just past the Memory Stones. Kill them and absorb their 
them out and then return to the room with the Memory Stones. However, head 105. Go to the north to enter a room with three Cu Sidhes and three Hobbledys. 
west this time. The Hobbledys have better range than you, so try fo attack them from their sides 
or from behind. If you can manage to attack more than one at the same time, you'll 
have an easier time of it. 
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There are two Asrai and опе Alraune 
on this pathway. Defeat the Asrai first, 
since the Alraune needs a Balance 
Absorption to be defeated. There are 
seven Memory Stones on the northern = 
path, Six are vulnerable to water, and 7. 
the last is vulnerable to thunder. 


This new room contains d ouple of Annwns. Defeat them and loot 
the Memory St jones f ick refill. бо et to enter a new pathway. 


a 
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The Memory Stone in the center holds Undersea City Picture Book Page 2. 
There are nine more Memory Stones in this area. Break them open to refill your 
health and earn some Folk food before continuing to the north. 


There is a Malabaricus in this large room and it can be tough, being quick and 
powerful, but it does have one easily exploitable weakness. It rushes at you three 
times, and tires after it expends so much energy. Attack it when it's winded. 


i 5 more KTA spawn E thereafter. Return to the previous room T. take the 


western exit. 


A few Selkies are waiting to fightin this zone. Kill them and head north as Afancs 
appear directly in front of and behind you. Take them out, but don't forget to 
handle the Selkies that appear behind them as well. Exit to the northeast. There 
area number of Folks in this room, but none of which should be a true challenge. 
Take them out, break the Memory Stones, and head to the north. 


You're going to be fighting Exedra here. Use the Gargantua to lower it to 
the ground and the Hinky-Punk to damage it. Finish it off with a Timing 
Absorption. Exit through the northern door once the area's clear. 


This is a non-combat area. Speak with Belgae to find out a bit more about 
Brigantia. Use the save point to portal back to Doolin. Take care of any 
outstanding quests and then portal back. Head north into the next area. 


Exiting this room reunites you with Scarecrow who's waiting for you. Ellen says that 
she needs to hurry up and rescue the Undersea City. Scarecrow agrees, and points 
her in the right direction. Speak to the Faerys in order to get some last minute 
information. 


Enter the Palace; the door is to the north. There are two Hobbledys and six 
Memory stones to be found here. One of them holds Undersea City Picture 
Book Page 5 


Cross the smal! bridge in the middle of the room to enter another area. Three 
Alraunes enter, one after another, and try to kill you. The Ga-Boi is, again, 
brutally efficient against them. Completing a Balance Absorption is difficult 
when facing off against three of them, so damage them until they are all ready 
to be absorbed and absorb them one at a time. Once they've been taken care of, 
continue to the north to fight Brigantia. 


on one side; pud. ver. You'll | dersea City Picture Book 
Page 5 inside a Memory Stone. Take care of the remaining Folks and then take 
the northern door to begin the fight against Brigantia. 
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Brigantia. 


off this beast, Brigantia 
finally dies 


After the Forgotten Palace _ 


Herve comes to see Ellen when she's 
finished. He tells her that they were 
wrong about Cecilia. She never 
actually died. The Faery Lord appears 
shortly after that, thanking Ellen for 
bringing them one step closer to the 
Netherworld Core. 


Ellen didn't find Dr. Lester, but she is 
one Step closer to traveling through all 
the realms. She just needs to break the 
Seal of Baral, the Evil Eye, and 

go to the Netherworld:Core and her 
mission will be complete, 


Faery а in, and ask 


about the treasure. Сло 
back to the for; 


Aftermath 
Keats locates Herve and tries (0 talk him out of being forgotten. Herve asks why 


Keats is trying to stop him, and Keats simply tells him to see Dr. Lester. Herve 
goes to speak to Dr. Lester. 


د 


(After the Swamp of Oblivion 


Ellen locates Herve after completing the Swamp of Oblivion, and says that she's Herve says that there is a tape in a desk at the church that she should play for 
come to save him. She takes him to Dr. Lester and they have a conversation in Mrs. Lester. Ellen goes to the south and finds the Faery Lord. He thanks her and 
which Dr. Lester reveals that he failed to save Cecilia, as well, and says that he says that he hopes that she'll continue to assist him. 


should be forgotten, not Herve Return to Doolin and go speak with Mrs. Lester. Ellen tells her that Herve 


mentioned a cassette tape inside a desk. Mrs. Lester says that it must be in the 
church in her husband's old desk, because her husband scolded her when she 
tried to enter so long ago. She hasn't tried to mess with it in 17 years. 


You wort t be gotng to the 


‘hacen again, will your 


Dr. Lester seems to recognize something in Ellen, but he disappears before he can 
| explain. Herve says that Dr. Lester has passed оп in peace. Herve implores Ellen 
to stop digging into her past, but Ellen refuses. She needs to know the answers. 


| well. He admits ; guilt for not saving 
Cecilia and disappears. He's finally 

at peace. Herve hated the fact that he 

caused him so much pain, which is 

why he wanted to be forgotten. 


‘With the crisis averted, Herve thinks about a change in station. Perhaps he could 
become a reporter? Regardless, Herve asks Keats to protect Ellen. 


Livane appears near the arch. Speak to her. She tells Keats that the Faery Lord is 
displeased that they are in the Undersea City. The Faery Lord is wary of humans 
that he cannot control. After she's done, return to Old Capitol 2. 
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Mrs. Lester has the key, and she asks Ellen to come to the church with her. They 
locate the tape and listen to it. Herve loves life, thanks to the help of Dr. Lester and 
Cecilia. He loves the village;'as well. 


_ Return to Doolin. Head over to the Church of Orland to take a look at Dr. 
Lester's will. When he reaches the church, Keats finds that the door is unlocked. 
He enters Dr. Lester's office and locates the will. The doctor was ready to take his 
own life out of guilt for setting off this entire chain of events. 


Keats returns to his base їп ап attempt to figure out how the doctor caused all the 
deaths, Was it a medical mishap, or something else entirely? Even more pressing 
is that someone killed the doctor. Who was it? 


Mrs. Lester's tearful response shows that she's thankful for the insight into her 
husband's past. She says that Cecilia would be right around Ellen's age if she 
hadn't died. 
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Ш asked you for help, 


Thank you for telling 
me about Herve. 


Ellen wonders if Cecilia could still be alive. 


T9 


А second murder has occurred in Ellen's world. A standoff 
with Keats at the Bottom of the Sea makes the story only 
more convoluted... 


peared in the Netherworld. 


So DF Tester died bef ote 
Leould hear what | wanted. v 


X 


> 


29 


E n 


И MN D 
HP 250: Jur — 


ТАА E NE р! = а ЖШШЕ 27 


ао 6 
50% | | 


Padfoot Spriggan — 


TD 4E) МР — و‎ Pk 
HPAT OIS HOWTO] <75 Md up] oS <. 


Go see Harriet? Approach her wheelchair and Ellen asks her about Cecilia, Harriet 
says that Cecilia made a Faery Prayer. Cecilia could see Faerys. She was special. 


Harriet asked her what Cecilia saw under the Henge. Harriet asks if Ellen believes 
in Faerys who grant Wishes. At one point, Harriet believed they existed. Harriet 
was an actress for a short while, but had to give up the excitement of her life after 
her accident. 


Harriet wonders why Cecilia was injured and why Herve had to die. However, she 
won't tell Ellen anything. She can only tell an outsider, which means that Keats is 
going to find out first. Harriet tells Ellen to go speak to O'Connell. 


O'Connell lives next to Harriet's house. Enter it and speak to him. He's very busy, 
but he has some time to answer Ellen's questions. Нез confrontational and rude, 
but he is also looking for answers about the Henge. 


Ellen explains that she heard that the entrance to the Henge opens only on the 
night of Samhain. O'Connell reveals that he's looking for Lucy, a fellow scholar. 
He called her Lulu as a nickname. She left to explore the ruins, but hasn't been 
seen for a week. O'Connell suspects that she's somewhere in the village. Lulu was 
doing research on folk mythology when she disappeared. 
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Dr. Lester died before Keats got the answers he wanted. Keats fears that he 
may be out of luck. However, when you get to exit the base, Keats discovers 
Harriet’s Letter stuck to his door. Harriet wants to tell him everything and 
she's waiting for him. 


Before you go on, complete the Difficult Patient quest at the pub if you haven't 
already. After you finish, head to Harriet's house. 


Faery Prayers = == 


Could you tell пе about Ceca! v 


Are you abo segrehing or something Y 
at the Henge ae 


A story sequence begins when you enter Harriet’s house. Keats says that the dead 
refuse to speak of Samhain and the tragedy that haunts them to this day. He's 
ready to hear the truth. However, when he gets close, he realizes that Harriet is 
dead. She was strangled to death with ordinary string. 


Keats wonders if Harriet sensed the danger and called him for that reason. 
Regardless, this is ungodly timing. She was Keats's last lead. Every person with direct 
knowledge of the event is gone. Keats exits her house and informs the villagers. 
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е - Hag ае again. 


‘appears and says that the church is 


_ Safety. Keats asks if anyone has seen а 


Return to Below the Henge 


Ellen asks for anything that Lulu left 
behind, and O'Connell gives her a 
Brass Medallion as а Memento. 
O'Connell also asks her to take a look 
at the documents that were left behind 
by Lulu. He has something that looks 
like a door to another realm. Ellen 
confirms it, as she saw that same door inside the Cloak Chamber. She wonders if 
Lulu was trying to go below the Henge. 


Ellen isn't sure if it will work, but if Lulu isn't around in this world, Ellen may be 
able to pick up on her voice and find her. Leave O'Connell's house. You have a few 
quests to handle at the pub, so go there and complete Thanatophobia, Voice 
from Below the Sea, and Raging Malabaricus. These are a mix of daytime 
and nighttime quests. 


That piques Keats's interest and he 
asks for more information, He asks 
if the Hag would hide beneath the 
Henge, or perhaps in the church. 


O'Connell scoffs. There is no way 
to get beneath the Henge. Suzette 


safe. She suggests gathering there for 


Memento of Harriet's before they leave. 
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This calls for an 
Interview with the dead. 


Gin Search of... 


After you finish the quests, head to the Henge at night. Present the Brass 
Medallion to open up a new gate. Ellen will hear Lulu’s voice. She apologizes fo 
not being able to return O'Connell's саг 


Ellen exits the Henge and goes back into Doolin proper. She finds O'Connell's саг 
A light from the Lighthouse shines down, illuminating it, and creates a new gate 
to the Netherworld. Ellen leaps into it and appears in the Eternal Regress. 


Approach the glowing light when \ you Te 2да fol Keats picks up the Brass 
Medallion which-O'Connell explains. ida burial artifact of the Forebears. In the 
past, it was'uSed to give your life to a-high-ranking priestess. O'Connell says 

that similar artifacts have been found in ancient ruins. Keats takes the Brass 
Medallion. He's going to use it to enter the Netherworld. Select Go to the Henge 
at night when you're given the option. 


< O'Connell ^ 


Bogle is here waiting for Ellen. He remarks that she has come far in her journey 
and welcomes. her to the Endless Corridor. This Netherworld represents the 
eternal anguish of those who have lost their belief in an afterlife. It was created by 
inhabitants of the modern world. 


R represents the cternd 
angue of there who hwe lest 
their bekef in an afterlife. v 


The Faery Realm represents the hope of paradise after death. The Endless 
Corridor is not as reassuring as that. It's haunting and horrible. Bogle says that 
this twisted reality must be corrected in order to save the Netherworld and the 
living realm. 


Ellen asks about the Folklore of the area. Livane is the boss of the Endless 
Corridor, so only she knows where it is. She is responsible for tainting the 
Netherworld, and so she must be fought. Bogle says that Ellen must battle Keats, 
as well. Speak to the other Rebels in this area and then move on to the north. 


Labyrinth. T - 


A Rebel Denizen tells you that the Endless Corridor is a maze unlike any other. 
However, someone knows a-shortcut. It says, “The hint is a clock. The keeper of 
time also knows the way out." The Habetrot is a Folk with а clock, so he must be 
the answer to the riddle. You must follow his path. Proceed to the north to exit the 
Eternal Regress. 
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Approach the stone and place the Brass Medallion upon it, Keats hears a voice, 
but doesn't understand what it says. As he leaves, however, a bolt of energy 
strikes the light posts in the town. The lights converge in the center of the path, 
like a spotlight, and open a gate to the Endless Corridor. 


As usual, Keats finds Belgae at the entrance to this new realm. Belgae explains 
the origin of the Endless Corridor. It was founded on the uncertainty of life after 
death that pervades the modern man's thoughts. It's the home base of Livane and 
Belgae, as well. 
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Belgae warns Keats of the dangers of the Endless Corridor. It isn't like the other 
realms. Speak to the Rebel Denizens in this area, and they'll tell you that they 
don't know where Livane is. Thanks to that, Ellen will never find her, despite her 
incredible power. 


Go to the north and a Rebel Denizen speaks with you concerning his own 
accord. It tells you that the Endless Corridor is a maze. The Denizen explains that 
someone knows a shortcut and describes that person as "the keeper of time." In 
addition, the Denizen says that the Habetrot is vulnerable to being frozen. 


Go along the northern path. You'll see the Habetrot in this room. It quickly runs off 
to the western exit. Remember that, as that is the door you will need to take later. 


You'll face your first new Folks of the zone in this area. The Thrumpin is similar to the Killmoulis from the Faery Realm. Lightning-based Ids work well on them, 
particularly the Ga-Boi. You might also catch a glimpse of a Habetrot, a large and awkwardly shaped Folk. It runs off when you enter the room, however. Once you kill 
the first Thrumpins, two more appear and attack from the western exit. 


side this room. Kill and absorb them, Once you kill half 
few more appear to the north, this time with an Answerer backing them 


Folks often reappear this area after you beat them. Don't be 


surprised when you get attacked from behind. 


Rather than taking the western exit, go to the north. There are Luideag and 
two Brollachan Folks imthis room. КИ the Luideag first, and then handle the 
Brollachan Folks; Shatter the Memory Stone that appears after the Folks die to 
receive Endless Corridor Picture Book Page 4. 


Return to the southern area and take the western exit into a new room. The 
Habetrot that you need to follow takes the southern exit out of this room. Before 
you can do that, however, you need to take care of the Folks in this room. Killing 
e6 the Brollachan makes two more appear. 


After you take them out, go to the west. You'll find a couple of Memory Stones 
inside. Breaking.one of them reveals Brollachan Folks and a Luideag. Defeat the 
Luideag first, as he can summon more Brollachan Folks at will. Once you beat the 
entire group, break the other Memory Stone and exit. Take the northern exit in the 
next room. 
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The real problem, however, is the presence of two Galley-Beggar Folks in this 
room. You need to use the Answerer Id to take them apart. The Ga-Dearg is useful 
in a pinch, as well. Galley-Beggar Folks require a Beat Absorption, so it may 
be tough to finish and absorb both of them. Kill one of them and absorb the other. 
Exit to.the south. 


A Habetrot attempts to run away from you in this room, but it trips and falls. 
It turns into a Garbera, a Folk with wind-based attacks. Defeat it and its two 
Thrumpin friends. Three more Garbera appear after that, so stay on your toes 


Once everyone is down, take а 

look around. There are exits on the 
northern, eastern, and southern walls, 
with no indication of which one is the 
correct one. The Habetrot, however, 
was running from south to north 
before it fell. Take the northern door. 


The Habetrot is right in front of you 

in this area, but he quickly changes 
places with another Folk. Look around 
quickly to find it, and you'll spot it 
running into the northeastern exit. 
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ts in the next room. Two of them run into each other and 


runs into the northernmost exiton the eastern wall. Take 


There аге six Brollachan Folks and a Padfoot in this area. Defeat atid absorb 

the Padfoot first, otherwise Brollachan Folks continue coming into the room to 
hassle you. Use your new Padfoot Id to break the new Memory Stones. Beware of 
breaking the one inside the fireplace, 
, as four more Brollachan Folks will 
> >: leap out of it and attack you once it's 
4 3. broken. Take the northeastern exit 
Fira when the room is cleared. 


Before you follow it, take care of the enemies in this area. There is a Humpty and а 
group of Brollachans. The Brollachans will swarm, so stay wary. Use Ids that have 
area of effect attacks so that you can damage more than one Folk at a time. Save 
the Humpty for last. 


Break open the Memory Stone between the two eastern exits to receive Endless 
Corridor Picture Book Page 4. The rest of the Memory Stones simply 
explode. Once you're done, take the exit.on the northeastern portion of the wall. 


This room is tricky. The Habetrot will first duplicate itself, disperse, and then rush 
out of the exit on the western wall, toward the south. Take note of the exit it takes. 


This room isn't as full of enemies as the previous room, but it can still get pretty 
bad. There are three Thrumpins and two Mabinogions to worry about to begin : : 
with. Killing all five of them releases three more Mabinogions. . n 


Е regione ean be ti , but 
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There are a number of Habetrots in the next room trying to trick you. They'll each 
run for an exit before tripping and disappearing. Don't fall for it. The Habetrot you 


————— á 
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need to follow runs directly for the southern exit. Time: the Theumpin > 


There are four Thrumpins and an Answerer inside this room. Kill and absorb the The Thrumpin is tough to time properly, but fairly powerful. Try to 
Thrumpins to make more appear. Опсе you take out all the Folks, you can break use it against the Broliachan Folks. 

open the Memory Stones. Most of them explode, and the ones that don't contain 

Folk Food. Take the southern exit once they're cleared out. 


It soon becomes apparent that the Habetrots are going to send tons of enemies 
after you. Work your way through all of them. Use this as a chance to practice 
battling large groups of enemies. Use your range and area of effect attacks to do 
as much damage as possible. Once you're finished, a Memory Stone appears. 
Break it open to find Endless Corridor Picture Book Page 1. 


The Habetrot in this area attempts to trick you once again. Multiple Habetrots will 
run for each exit and pause just outside of it. Take this chance to clear the room of 
Folks. Absorb the Thrumpins and Brollachans. 


Take the western exit, bearing south, to get to the next area. The Habetrot quickly 
runs for the northern exit and disappears. Eliminate the Brollachans and Thrumpins. 
Move to the southern exit, but don’t enter it. The Habetrot is hiding on the wall and 
disappears when you get close. More Brollachans spawn after it disappears. 


y" 


to the northern exit. You'll face a Spriggan in this room. Beating him grants you 
an Endless Corridor Picture Book Page 3. Return to the previous room and 
take the southern exit. 
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ing by the southern exit dashes off, however. Remember that, but go 


© 
| 
E Check ke Habetrots will jump, do а little maneuver, and disappear. 


Go to the north to fight them. You'll see a blue dot on your map in the center of 
the group of Brollachans, but it disappears when you get close. It reappears to 
the south. It's a Habetrot. It dashes for the southern exit and goes through it. Four 
Memory Stones appear where the Habetrot was standing. Break them open to get 
Endless Corridor Picture Book Page 2. 


GHabetrot Room 


Take the exit just to the north of the southern exit on the eastern wall first. Inside 
are more Memory Stones, a Luideag, and an Answerer. Defeat both of them. Break 
open the Memory Stones to get Endless Corridor Picture Book Page 3 and 
spawn more Answerers. Return to the main room, beating the enemies again if 
you so choose, and take the southern exit. 


The final-showdown is quickly approaching. You must beat the Habetrot'and 
absorb its Id. Attack with your Ga-Dearg and Afanc Ids to inflict maximum 
damage. Hammer it until it begins to summon duplicates. 


А 


The Habetrot is finally cornered. The first thing you should do is move away from 
the door. The Habetrot hits hard enough that it can easily knock you right out of 
the room. Lock onto it and circle around, attacking as you go. The Ga-Boi, once 
again, is pretty good at stunning it. 


Once you damage it enough, it fades out. When it fades back in, a duplicate 
appears across the room. Lock on to the real one and focus your attacks on it. 
Soon, it fades out and fades back in again, this time with three doppelgangers. 
The Coropuna works extremely well here, since it can attack more than one 
Habetrot at a time, and one shot destroys a duplicate. 


Tabetrot O 
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Keep moving! Don't: ston | to icm } Keats'appears in Tower Brahma. A door like the one used to access the false 
if the Habetrot's. duplicates: die. pub is in front of him. Approach it and Keats walks through it. The mounted deers 
Just trust that they will. - head is rude, as usual, but Keats is nonplussed. He says that he'll send Ellen here 


if the head does him a favor. 


The head gets excited and agrees. Keats asks to have a word with Harriet. When 
you regain control, Keats is standing directly in 
front of Harriet. Approach her and speak with her. 


The Habetrot's duplicates аге 
physically weak. Strike them with 
one good attack to drop them. Keep 
using the Afanc and Ga-Dearg Ids. If Keats asks her what she saw in the church 17 
properly positioned, you can hit more years ago. Harriet says that she saw Herve dead, 
than one Habetrot at a time. When a with Dr. Lester standing next to him. Herve died 
spotlight appears above Keats, quickly 4 year ahead of time, and Harriet is frightened by 
move out of the way. A weight is going that fact. In addition, Cecilia was there when Herve 
to drop on that spot very soon. died, and she was covered in blood. She was 


When the Habetrot is ready to be aduer. 


absorbed, you must perform а Stop & Harriet says that Cecilia prayed to the Faerys and 
Go Absorption. Shake the controller Was saved. She gained their protection. Ryan 
when prompted and hold it still when stopped Harriet from doing the same thing. He 


the Id is still. The door to the south, went and spoke to Cecilia and died for it. Harriet 
the one ringed by red Memory Stones, didn't mean for any of this to happen. She tells Keats that Cecilia is not dead, and that he must protect her. Keats protests, 
opens up when the Habetrot's Id is saying that he doesn't know who she is, but Harriet disappears. Exit the room and the door disappears behind you. 


captured. Break open the Memory 
Stones and take that route. 
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The Habetrot fades out again and 
returns with seven duplicates. Use 
the Corpuna to thin out the herd once 
again and focus your attacks on the 
real thing. Once it's been worn down, 
you'll must complete a Stop & Go 
Absorption. This new Absorption 
requires you to shake the SIXAXIS™ 
wireless controller when the Habetrot's 
Id moves, and to hold it still when it 
stops moving. 
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After you finish, you'll have the Habetrot's Id, which has a sleep-based attack. Break open the Memory Stones for a health 
refill. Take the southern exit to arrive in Tower Brahma. Take a few steps forward to trigger a story sequence. 


Ellen finds a door in her path and 
wonders why it's there. She steps 
through and arrives at the false pub. 
The deer's head flirts with her a little 
and asks for her phone number. Ellen 
declines, and interrupts him with a 
question when he tries to give her his 
number. She asks if someone named Lulu has been by. 


The head says that he can't seem to find anyone named Lulu, so she is probably still in Ellen's world. Ellen attempts to figure 
out if she's still alive, even though she heard Lulu’s voice. She thanks the deer for the tip. 


When you regain control, you'll stil! be in the pub. Exit it to-return to Tower Brahma. The door disappears behind you, but 
Fir Darrig appears in its stead. He asks Ellen where she thinks Ши. тау be, hinting that it's in the place where no one in the 
village dares go. Ellen connects the dots and asks if Lulu is beneath the.Henge. Fir Darrig confirms her suspicions, but then 
says that only Livane can tell her how to get below the Henge and find Lulu: 


Descend the steps of Tower Brahma and speak to the Rebel Denizens on your way 
down. You have free reign of the room where you meet the dead, according to one 
of them. Other Denizens tell you how Livanes rebellion disabled a key function in 
the Netherworld Core. Baral the Evil Eye sealed off the Netherworld Core after that 
and the war with the Faerys began. 


Jom А. 


Go down the path in Tower Brahma and speak to the Rebel Denizens. Things are 
looking pretty bleak. Approach the arch and the Denizen explains the contraption 
in the next room to you. You must find the Folk with the light bulb on its head and 


absorb it first. 


The Folk with the light bulb on its head is the.Padfoot. Go for that Folk first in 
every room. The first room has a complement of Brollachan to impede your way. 
‘Ignore them and focus on the Padfoot. Use a Volcano or Hinky-Punk to make 


short work of it. 


‘Infernal Contraption 


Continue down the path. The final Denizen tells you that the next room contains a contraption that needs a certain Folk in 
order to be solved. You need to absorb the flying book Folk before you. can leave any room inside. Move past the Denizen 
and go inside. 


There are three Skrikers and one Mabinogion in this room. Absorb the Skriker after softening it up with the Peg Powler. ЧУУ 
Leave the room and re-enter it. Don't attack the Skrikers. Focus your attacks on the Mabinogion. Use the Henky to kill it. The contraption over again from 
Skrikers disappear only to be replaced with a door in the center of the stage. Enter it. the beginning. 


The next room has another Mabinogion and two Answerers. Once again, ignore the Answerers and kill the Mabinogion. Open the door and pass through again. Avoid 
the Answerers and Skrikers and only kill your target, the Mabinogion. 


VE RP SOS EL RPM АС ЯНОВ 
You're back in the Habelrot room, but this time you have only 1:30 to beat it EO 
_ You've done this before, so just keep at it. After you beat it, the northerndoor Сә 


opens and Endless Corridor Picture Book Page 5 appears in the center of ' 
the room. Grab it and pass through the arch ringed with blue Memory Stones. 


You'll arrive їп Tower Brahma. Save at the portal and return to Doolin. Visit 
the pub during the day to receive the Mystery Letter quest. Take care of any 
nighttime quests, as well. Return to Tower Brahma when you're finished. 
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After beating the Padfoot, a door appears in the center of the room and the 
enemies disappear. Pass through it. Two Answerers and a Padfoot are lurking 


around this room. The Padfoot is closest to you, though, so set it on fire. Ty to тт "n 
absorb its Id before the Answerers get to you. You do not want to accidentally ` ЖО ү $2079 45 ; 
defeat an Answerer first. When the door appears, pass through it. H "фәт ш. ü 


This room has a Galley-Beggar, an Answerer, and a Padfoot. Again, the Padfoot is 
closest, so attack it. Burn it and pass through the door. 


There is a Habetrot in the next room. You have exactly two minutes to beat it. Take the eastern exit, and then immediately return to this room. Beat the Habetrot 
Use the Coropuna and Ga-Boi to wear it down. Don't forget about the Stop & once more, this time against a shorter time limit, and you'll receive the Cloak of 
Go Absorption, which counts in your time limit. If you mess up, exit the room Dawn. Take the northern exit this time. 

and start the entire series over again. Once you complete the task, you'll receive 


You arrive next to a Save point. Save 
Endless Corridor Picture Book Page 5. 


and change into your new Cloak. 
Go back down the path. You need to 
run this series once more. This time 
around, you must absorb the book 
Folk last. You must obliterate all the 
non-book Folks first. 


==: 
Try to activate only one Humpty at a time, as they can be tough 
in groups. _ 


There is a Garbera, a Mabinogion, and a Spriggan in the first room. Wear the 
Spriggan down and absorb its soul. You need to do a Stop & Go Absorption 
to pull it off. If you're having trouble with it, use an Answerer Id to pummel the 
Spriggan. The next room has two Humptys and an Answerer. Clear it out and 
absorb the Mabinogion. Next, you must beat a Spriggan and more Humptys. 


After beating the last Habetrot, take the western exit. Save at the save point and 
then speak to Livane who expresses her distaste for unwelcome visitors. She 
doesn't believe that living beings need to know about the Netherworld, nor should 
they interfere in the Netherworld's affairs. 


А ae. -- 2% NFO 
Go down the path once more and the Denizen will tell you about the:new trick to the contraption. You must absorb all the Folks without light bulbs first, and then capture 


the Padfoot. This makes the doors appear. 


ADT t Go inside and do as it says. Progress through the three rooms once more. You'll find a Spriggan in this area, so absorb it rather than simply killing it. When you reach 
EEG hê Habetrot room, kill it in 70 seconds or less to advance. Exit to the west. 


Keats reappears back in Tower Brahma. As you go down the path once more, Livane speaks to Keats, asking how well he likes her home. She tells Keats that he 
should remove the Mnemosyne from the path ahead, as it is blocking the path with its massive spiritual energy. Keats cannot travel to the Netherworld Core with the 
Mnemosyne in the way, So Livane convinces him to remove it. 


Walk down to the Mnemosyne and watch the flashback inside it. He sees a letter with Dr. Lester's name on it. He thinks that he should go and speak to Mrs. Lester about 
94 it Teleport back to Doolin. 


Ellen explains that she hasn't come to fight. She merely wants to find out how 
to get beneath the Henge. Livane warns her against trusting every single thing 
that the Faerys tell her. There are those who benefit and. those who suffer from 
every change. 


Ellen asks who Livane actually is, but does not get an answer. Livane says that 
Ellen must escape the Endless Corridor before she сап find out. 


‘lost Memories : = 


Go down the path. There is a Mnemosyne blocking the path. You must help a 
villager get past his fear before you can successfully pass it. Approach it to trigger 
a story sequence. It shows flashes of an odd symbol. Take the portal to Doolin. 


Ellen reappears on her knees in front 
of the car. O'Connell asks where she's 
been. He explains that something 
terrible has happened, but that she 
must head to the church immediately. 


Suzette and Keats are inside the church. Harriet was killed while Ellen was away. 
Ellen realizes that she's seen the symbols before. They were emblazoned on a 
door that she went through. Keats finally answers one of Ellen's questions. She is 
Cecilia. Ellen renews her resolve. She will know her roots, no matter the cost. 


Р Ц — > = К A 
O'Connell finds you as soon as you arrive. He says that everyone has gathered 
at the church. Go to the church: Mrs. Lester is inside. Keats asks about a letter 


addressed to Dr. Lester. 


Mrs. Lester still has the letter. It's from Ingrid, Cecilia's mother. The letter says that 
Cecilia died. Mrs. Lester has never shown the letter to anyone. Keats suspects that 
the letter is a fake. 


Right on cue, Ellen: walks in. Keats 
tells her that Harriet was murdered 
while Ellen was away. Keats also 
reveals that Ellen is in fact... Cecilia! 
Ellen's memory begins to return. 

She strengthens her resolve to find 
out every secret of her past. Keats 
supports her decision to find the truth. 


You regain control inside the church. Speak to everyone in the area, beginning 
with O'Connell. After that, speak to Mrs. Lester. Ellen tells her-the truth and Mrs. 
Lester realizes that she is correct. 


Ellen goes outside and meets 
Scarecrow. He tells Ellen that Keats 
defeated the Folklore and went deeper 
inside the Endless Corridor. Scarecrow 
urges her on, suggesting that she fight 
against Keats, but Ellen balks. She 
hates fighting. 
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There is someting not might aout Scarecrow... 


Scarecrow says that everyone should have the troubled, frightening past that Ellen 
had, so that they can all think just like she does. Ellen disagrees, as she wouldn't 
wish that fate on anyone. Scarecrow informs her that the Mnemosyne in the 
Endless Corridor has disappeared, so she can continue on. 


Go back to the village. Ask Ganconer for quests and do any that you havent yet 
completed. After that, enter the gate back to the Endless Corridor and teleport 
to Tower of Brahma 2. Go down the stairs. A Rebel Denizen tells you that the 
Mnemosyne is gone. Go past it to begin the fight against the Folklore, Fleshrum. 


Use the portals, =й гоп section to section! - 
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Return to Tower Brahma 2 to see if the Mnemosyne is gone. Belgae confirms your 
suspicion, but simply says that further answers await in the deepest reaches of the 
Endless Corridor. Go through the arch to begin your fight against Fleshrum. 
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Folklore. A Rebel Denizen 
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The Faery Lord reveals that, like Ellen, Livane is a Messenger. Livane was once 
" a. responsible for telling the dwellers of reality about the Netherworld, therefore 
een easing their fears about death. However, she disabled one of the Twin Trees 
in the Netherworld Core. She turned off the tree that controls the human 
subconscious. The damage to that tree has severely damaged the Netherworld by 
decreasing the spiritual link between the Netherworld and people in the real world. 
Without the trees, the memories of men cannot accrue in the Netherworld. The 
link must be repaired. | s 


Fleshrum gyrates and its heart eventually drops into its mouth: Ellen investigates 
the room, but is quickly teleported to the Henge during daytime. She is in 
Ancient Cromlech. Bogle and the Faery Lord appear before her. 


арий Ser, ачу Ene v 


Ellen asks Bogle where she is. Livane has made the Folklore into a watchdog for 
her hideout. Now, the Faerys have a chance to conquer this place. Bogle says that 


è Sa you, bkr | tvanc, arc a 
it is Livane's fault that the Faerys can no longer move freely between the realms 


ЖШ a BRS TAR N. 
and that the entrance to the Endless Corridor has been blocked by Baral, the Evil Жз с-ф at d AR 
Eye. It is also her fault that so many messengers have lost their lives. 


The Faery Lord orders her to enter the Henge. She needs to show proof of her 
distinction, so he turns her Brass Medallion to a Silver Medallion. 


Approach the Henge and place the Silver Medallion on it. Ellen's actions open the 
Henge. Enter the newly open gate to unearth the mysteries of death. 


Cromlech = 
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After Fleshrum dies, Keats is transported to Ancient Cromlech. Belgae appears реак to Belgae once more and then enter the gateway to the area beneath the 

and explains where they are. It looks just like the Henge during daytime. However, Henge. Livane is inside. She speaks of Ellen's great potential, and says that Ellen 

it is actually their home, a place created by Livane's thoughts. has a good chance of defeating Baral the Evil Eye and reaching the Twin Trees in 
the Netherworld Core. Go down the hall and enter the door. 


Keats asks how to open it. Belgae says that you need a 
medallion before you can go inside. The medallion that Keats 
possesses has transformed during his passage through 

the Netherworld. Approach the stone and place the Silver 
Medallion on it. 


SThanatophobia. i. · 


Livane explains that a fear of death makes human lives worth living. She plays 
upon Ellen's naiveté, and says that she knows very little about the world. Livane 
says that Ellen should learn from others so that she can sort out this conundrum. 


Rush down the pathway and enter the tall door once more. Livane and five 
Mnemosynes are inside, Speak to the Mnemosynes and approach Livane. Ellen 
explains that the real world is not well in its present state. Livane is unhelpful. She 
says that her people were the original natives of Earth, but they were destroyed 
when the humans arrived. She is the last survivor and the final Messenger. 


y T Another story sequence plays in which 
Hi. um d Ңң E Livane faces off against the Faery Lord 
dao E and Bogle, demanding that they admit 
their defeat in Hellrealm. The Faery 
Lord promises to never forgive her 
misdeeds and shouts that no more. of 
this meddling shall be allowed 


We were the orignal native: of 
the Earth, but wc were 


Ellen, our Bopes rest у 
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Approach Livane while she stands near the throne. She tells Keats that he must 
leave and return to the village. Before he goes, Livane explains that she is one of 
the last Messengers. Ancestors of her race and humans once mingled, sharing 
notions of the Netherworld. Careless and Callous humans eventually killed their 
tribes, wiping them out. Livane was,protected and lived in the Netherworld Core 
for 5000 years. 


She thrusts her sword into one of the Twin Trees, deactivating it. She didn't want 
humans to repeat the same mistake. The Twin Trees provide a gateway from the real 
world to the Netherworld. They allow.humans to affect the Netherworld. As a result 
of Livane’s actions, humans lost the ability to live without fearing death. She is 
trying to force humans to evolve Mtoa Society and World filled with benevolence. 


Ke 
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Approach the large gate behind Li 


explains her plan in greater detail 
Keats back to the village while $ 
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The Faerys' victory is imminent. Their time has almost come. Their hopes rest 
entirely upon Ellen. 


to O'Connell's house. Ellen tells him 


O'Connell is ready to go and search 
for her. 


They proceed together and reach the Henge at night. O'Connell wonders what 
Lulu could've possibly found in these ruins, since she had no lack of friends or 
good looks. Activate the Henge once again and enter it as it opens. 


Run down to the Divine Sanctuary once again. Approach the.glowing light on the 
floor near the throne to trigger a story sequence. O'Connell notices that someone 
has been in the room recently. Ellen finds an earring on the ground, but she 
doesn't remember who could have possibly worn it. 


O'Connell recognizes it as one of Lulu's earrings. The mummy that Ellen saw 
was Lulu. O'Connell seethes with anger at the fact that Lulu is dead. However, 
O'Connell lied. Lulu disappeared half a year ago. 


Ellen reappears outside of the Henge: 
Exit the Henge and return to the town. 
Speak with Suzette. Suzette says that 
she saw O'Connell wandering around 
їп a daze, She saw him heading for the 
Cliff of Sidhe. 


When he arrives back at the village, Keats wonders if the Hag could be lurking 
beneath the Henge. Go back to your base to rest, and then visit the Henge. Place 
the Silver Medallion on the stone once again. Go beneath the Henge when the 
gate opens. 


Run to the Divine Sanctuary once you arrive belowground. A sequence begins, 
but Keats doesn't see the Hag hiding anywhere. However, he finds the knife that 
was used against Dr. Lester. The Hag has been here recently. 


In addition to the knife, Keats finds a portrait of Ellen; Could she һе the next 
target, or is she behind the mystery? Time will te 


Ellen reappears in the village. She now 
knows how to go. below the Henge. Go 


that Lulu could be beneath the Henge. 


Ellen runs for the Cliff and finds O'Connell there. O'Connell apologizes and says 
that he has finally accepted Lulu’s death. Ellen served the role of a priestess from 
yesteryear. She told him the truth and helped him come to grips with Lulu's death. 
Нез ready to get back on his feet now and move past her death. 


Told тс what 1 eded to bear 
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O'Connell says that he wishes to help Ellen. It's obvious that she is disturbed. He 
reiterates that she once lived in this village, much to her chagrin, but he has an 
idea, He might know a way to unlock her memories. 


1 wonder If the in the 
an be opened like the 


Could she be the 
next target? 


The past that Ellen discovered in the Netherworld has her 
tied to the Village 17 years ago. Ellen’s past slowly begins 
to reveal itself... 
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Portrait |. — — -> 


Keats wonders what the picture of 
Ellen could possibly mean, He isn't 
10096 sure who it is, but he aims to 
find out. Exit Keats's base. 


Suzette is outside of Keats's base. 
She says that Ellen is missing. 
Suzette says that O'Connell performed 
regression hypnosis on her last night, 
and she began to articulate episodes 
from her past. Keats remarks that the 
patient is usually unaware during 
hypnosis, so he wonders what could 
have possibly happened. 


Suzette says that they should find Ellen first, and then figure out what happened later. Go speak to O'Connell. He's standing in 


front of his house. 


O'Connell feels responsible for what happened to Ellen. He never imagined that 
she'd sneak in and watch the video. He refuses to let Keats see the video, and Keats 
decides to come back later to find and watch the video. Choose to wait until 
nightfall and then visit the pub. The Frizzie’s Love quest is now available. You 
receive Endless Corridor Picture Book Page 2 for your trouble. 


O'Connell has an idea about Ellen's 
problem. The mementos trigger 
something in Ellen’s subconscious Д 
that unlocks long-forgotten memories. 

He attempts to.hypnotize her. 
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Ellen's memories begin coming back. f. А 


She remembers Herve and the people Е 

in the village of 17 years ago. Herve у 1 Aod miai int on 
had an incurable disease, much to her , 

chagrin. Ellen prayed to the Faerys for 
nine days to try and save Herve. The 
final day was Samhain. 


Ellen wakes up under the mistaken 
impression that she has fainted. 

She demands to see the video that 
O'Connell has recorded, but he 
refuses. He says that she's exhausted, 
and orders her to get some rest. She 
remembers that people stay in the 
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Go back to Ellen's hut and rest. When iia fh 7 = À Г 

she awakens, go into the village Your Suffering Will Be Legendary. ig 
and check each of the houses. All 
the houses will be locked, save for 
O'Connell's. Go inside and grab the 
shining object from his desk. This is 
the Handy Video. 


Ellen is transported to the new realm. This is 
Hellrealm created by the fear of punishment after 
death. Ellen is confused by her appearance there 
Bogle explains that she either wanted to come 
here, or that Hellrealm gave her an invitation 


Go down the path and speak to the residents of 
Hellrealm. One warns you, saying that traveling . 
down certain paths can result in Ellen being lost NT е 
forever. There is a Judge in Hellrealm as well. шй ; 
He only shows during a trial, but the denizens of f ston а. 
Hellrealm love his judgments. 


She connects it to a VCR to watch 
it. Itis a video of Ellen speaking to 


O'Connell and Suzette while under Scarecrow is at the end of the path. Ellen asks 
hypnosis. She 8 remembering what him if she must fight Keats, but Scarecrow is Fewer. sra 
happened the night of Samhain 17 noncommittal. The Faery Lord is upset with Keats, 


years ago. She found what appeared to put that isn't Ellen's problem right now. Scarecrow 
be a Faery while she was underneath tells her that she should worry about someone 
the Dolmen. else right now... 

She fights her fears and begins to 

remember what she saw—and a gate 

opens in O'Connell's living room. 


Travel down the path and learn about 
the Hellrealm from the residents 
located all around. People thought of 
the afterlife as a place where their sins 
Would be judged. And so, Hellrealm 
was created. One of the residents 
suggests that man cannot live Without 
a sense of sin. Another warns Keats that the Faery Lord plans to crush him here. 


wt 
"Hellreal 

Visit O'Connell's house to find the video. Search the television to locate it and 
Keats is transported to Hellrealm. Scarecrow is there waiting for him, and. warns 


him that the Faery Lord.is suspicious. The Faery Lord isn’t helping Ellen like 
Scarecrow hoped. Now, Scarecrow doesn't trust him. 


+ 


Follow the northern path to the exit. Belgae is waiting there. He warns Keats that 
he's.a-target, but Keats is sure of himself. He continues on to the exit. 


Yes, "know, The 
you came For, is ti? v 


The Faery Lord fs suspicions... 
1 followed Tilen, and have 
almost enough for my story. 
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Enter the new area. Five Boggarts are dancing about. Take them out with an There are five oddly glowing stones in this area. Strike one of them. Four 


Answerer, Ga-Dearg, or whatever Folks you have handy. A Memory Stone Mandragoras, purple-colored Folks, pop up, along with one Coblynau. Defeating 
appears after you defeat all five. It contains Hellrealm Picture Book Page 3. апу one of these makes all the rest of them drop back underground and return to 
Exit to the west. their safe positions. Hit them again to draw them out. Try to damage more than 


one at a time so that you can clear the 
room in the shortest time possible. 
Absorbing all four Mandragora Ids 
nets уои а Karma Release. Break the 
water Memory Stone in this room. 


Five Boggarts are in the next area. Kill and absorb them to add them to Keats's There are two more Boggarts in this area, and two flying Folks known as Urisk 
arsenal. Beating them all releases a Memory Stone containing Hellrealm are floating around as well. The Afanc Id is useful in taking down the Urisks: The 
Picture Book Page 2. Таке the eastern path to the next area. Boggarts are vulnerable to nearly everything, so they should be no trouble at 


all. A third Urisk should appear after the rest of the enemies have been defeated. 
Continue around the path to the north. 


These flying Folks can make your life miserable if you don't take them out, and 


"Ем = i - - ` 
Ротоге : $a и become particularly troublesome when you're trying to absorb the Fomoire' Id. 


: ү В : iy уы "Use a thunder-based Id against the Ulghter. 
Exit to the north. You'll arrive in a wide open area with a new Folk. This is the 


Fomoire and it is tough. It's vulnerable to most physical attacks. After damaging 
the Fomoire, an Ulbyr and an Ulghter appear. 


Return to focusing your attacks on the Fomoire. Use ranged attacks whenever 
possible, since it has long arms.and powerful attacks. Wear it down enough and 
you'll be able to use a Beat Absorption to take it out. 
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Urisk. Try using the Hinky-Punk on 


aan, 


а has two Ulhgiks and one 


There is one Coblynau and fo 
Mandragoras in this area. Use 
Afanc or Habetrot to lure the 
from under the ground. As usual, 
when you beat one, the rest retreat 
underground once more. Repeat the 
process for each of the Folks and 
absorb them, Take the northern exit. 
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After the Fomoire is dead, run to the northern exit. Three Fachan Folks leap 
out of the water and attack Ellen. Defeat them, absorbing their Ids in the 
process, and a thuner-based Memory Stone appears. Hellrealm Picture 
Book Page 1 is inside. 
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Return to the southern area with the Fomoire and take the southeastern exit. There 
is a Boggart and a Fachan in this area. Kill both of them. There is a Memory Stone 
floating in the southeastern area of this zone. Use the Fomoire 10 to break it open. 
Nothing drops, but you need it to get the Cloak of Twilight. Return to the north 
to discover two more Fachans. Go all the way back to the water area with the three 
Fachans. Exit that area via the northern path. 
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Ellen appears in a non-combat area. Pick the brains of the Hellrealm residents. 
One informs you about the Hellrealm Picture Book and gives you hints about 
the elevator. 


ч - йч 4 5, = #1 
- к>» ос ee a 


There is a giant Folk called Fomoire inthis area. The Hellrealm Picture Book 
says that Keats should use the Barghest to defeat him. Try to get behind the 
Fomoire and attack, so that you бап easily avoid ils attacks. After a little while, a 
couple of Ulhgiks and Urisks appear. Take them out as soon as possible, as they 
can easily ruin the Beat Absorption that is necessary to absorb the Fomoire's Id. 


The Faery Lord is in this area, as well. He tells Ellen what Livane did to destroy 
the balance of the Twin Trees. He says that the world of humans will settle down 
once peace reaches the Netherworld. 


Keats appears and taunts the Faery Lord. The Faery Lord promises to overlook 
this insult if Keats leaves. Keats, however, has nothing but more insults for the 
Faery Lord. He says that he is the type of leader who inspires rebellion and is 
nothing if not bad for the Faery Realm. He tells Ellen that she should be able to 
see right through him. 


Speak to Scarecrow when things are 
over. He congratulates you and urges 
you to continue deeper into Hellrealm 
in order to reach the judge: Save and 
return to Doolin. Visit the pub during 
the day to complete The Girl and the 
Robot and Voices of Vengeance. 
The nighttime quests are The Pioneer and Mandragora, the Delicacy. 


Take the northern path to the new area. Two Boggarts are standing in the 
swamp. Killing both of them makes six more Boggarts drop down from the sky 
and a Memory Stone appear in the southwestern corner. Break it open to find 
Hellrealm Picture Book Page 4. Go north once more. 
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Endless:Acquisition Ellen arrives in an elevator. Take the western exit before you ascend. Seven 


You can acquire the Candela Folk of the Endless Corridor during The Wrynecks appear in this room and they can deliver damaging punches but they 

Pioneer. Use your thunder ids to activate it, and hammer it with are also vulnerable against their own Ids. As you beat more and more of them, 

slashing attacks to keep it activated. you'll find that they keep coming into the room. Break the Memory Stone to get 
Hellrealm Picture Book Page 4, 
and continue fighting them. Three 


Memory Stones appear once they're 
Speak to the Hellrealm.denizens before going up the ladder. The dead who end up all down. All three contain Folk 


in Hellrealm have committed the most grievous of sins—or they think they have. Food. Exit to the east and return to 
What is Ellen doing here? Scale the ladder. the elevator. Choose to ascend at the 


northern switch. 
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ak to thi Take the western exit to enter a combat room: There are three Kalmias and four 
Keats E ont cafe ant the Faery Lord’s quest or the Netherworld Core. Keats Boggarts. Replacement Boggarts appear as you defeat the originals. Clear out all 
- openly mocks the Faery Lord, even going so far as to call him the type of leader of them and exit to the east. Ascend the elevator shaft. 

that inspires rebellion. 
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Going Up _ 
Belgae appears when the Faery Lord 
leaves. Keats idly mentions the rude 
manner of the Faerys to Belgae, who 
in turn compliments him on taking 
the Faery Lord down a peg. When he's 
done talking, climb the ladder. 
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Two Beithir and one Ulghter Folk 
appear. The Beithir Folks require a 
Beat Absorption, so defeat the 
Ulghter first. Once all three are down, 
the elevator stops. Take the eastern 
exit first, 


“Four Wrynecks and a Beithir are 
Standing in this room. Defeat them and 
loot the Memory Stone. You'll need it 
later.on, Head back to the elevator and 
take the western exit. 


Open the Memory Stone in this room and a Beithir and three Boggarts appear. 

You don't have to worry about replacement Boggarts in this area, though two 
Use an ice Id - like the Ul оТ: F : Ulhgiks spawn once you beat the Beithir. Take them out and open the Memory 
ME. к E Stone to refill your life. Return to the elevator and take the western exit. 


Two Beithir Folks and one Ulhgik enter the elevator and attack you. Take out the 
Ulhgik first, because the Beithir Folks require Beat Absorptions before you 
can acquire their Ids. Watch out for their slashes. Take the eastern door when the 
elevator stops. 


Two Ulghters and one Wryneck command this room. After you kill the first On your way up, a Baogbolc and two Ulbyrs appears for you to contend with. A 
Wryneck, four more appear. Eliminate them, and the Ulghter Folks, using whichever ^ couple shots with your Garbera Id easily reveals the Id of the Ulbyrs, while the 

method you favor. A Memory Stone Baogbolc is vulnerable to the Wryneck Id. The Baogbolc requires a Stop & Go 
appears in the southwest corner. : i Absorption. Take the eastern exit when the elevator stops. 

Hellrealm Picture Book Page 5 
is inside. Return to the elevator and 
choose to ascend once more. 


There are three Ulghters and two Ulbyrs 
in this room. Wipe them out and open 

the Memory Stone to refill your life. Go 
back to the elevator and ascend. 


he ге 


еге аге seven On this trip, you'll go up against а Boggart and two Baogynis Folks. Three more 
“complemen of тей There is already one Кү Stone here, but Boggarts appear after the first Boggart goes down. The Baogynis do not require 
“three more appear when you defeat the horde of Boggarts. Return to the elevator any special Id fo be used to defeat them, so fight with your strongest attacks. А 

and ascend. Beat Absorption wraps them up. Take the western exit once the elevator stops. 


Two Baolwind Folks ап@ ап Ulghter populate the elevator this time. If your Fachan The next zone features а Morallta/Beagallta as your only fight. You need to use 

lds have been upgraded, try using them against the Baolwind. When the Baolwind ^ the Cait Sidhe and the Coblynau to attack it. Use the Coblynau when he is colored 

dies, be ready for a Beat Absorption. normally. The charm element will hurt it badly. When he turns black, use the Cait 
Sidhe to damage him. A Stop & Go Absorption finishes the job. 


> 
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There is a Baogynis, a Beithifr room. The Baolydead ` There are two Baolydead Folks and one Boggart in the elevator shaft this time. А 
is very vulnerable to the Be & Go Absorption usual, take out the Boggart first and the Baolydead Folks last. The Stop & Go 


fone of these Folks, another ^ Absorption is easy to interrupt, so taking steps to avoid that is important. 
pears to take its place. This 
continues on for a few cycles. When 
they're all done, break open the 
Memory Stone to find Hellrealm 
Picture Book Page 1. Return to 
the elevator and choose to ascend. 


Enter the gate to the north, making sure to use the Memory Stone by the door Two Baogbolc Folks are in this area. A Baolwind appears after you defeat each one 
to refill your life if you need to. There is one Baogbolc and one Baolwind in the of the Baogboles. Exit through the northern door after you defeat all the enemies. 
next zone. Pulling off the Beat and Stop & Go Absorptions can be tough with Save here and return to Doolin Village. You should be able to complete the Urisk 
two enemies, but it is doable. Wait for the non-stunned enemy to attack and miss Gathering quest at nighttime. 

before you attempt it. 


Е ags 
isTwilight 
Go speak to the Hellrealm denizen. He'll tell you all about Judge Yama and the 


Cloak of Twilight. Don't go past him! Return to the second Hill of Brimstone. Go 
south to the combat map. 


a Resident of Helrealm | 


= чё 


p "Az фе = et 
a hs Soon as you. Teach the top, the Durandal Кабас. Its a flaming bird-Folk. 
Watch out for its flame breath and check the Hellrealm Picture Book to figure 
out how to beat him. Use the Ulhgik Id to freeze it. Three Ulhgik strikes should freeze 
it solid. You should be able to get in a couple of good hits with the Coblynau Id 
While its frozen. Freezing it isn't a requirement, but it makes the Durandal easier to 
strike. A Stop & Go Absorption finishes it off and rewards you with its Id. 
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Go south from here, revisiting the tower. Go down one level and take the eastern 
exit. Break open the green Memory Stone in this room. Return to the area where 
you fought Morallta/Beagalita and go to the north. Break open this Memory Stone 
io earn the Cloak of Twilight. Head to the north. 


There are three new enemies in this area. The Caesg Folks are water-based, but 
vulnerable to the Habetrot ld. They require a Timing Absorption. The tricky 
part is that if you kill one of them, all the Caesg Folks disappear. Try to damage 
all three of them at once, so that you can absorb their Ids in peace. Once they 
become vulnerable to absorption, they stay vulnerable for a lengthy period of 
time. Break open each of the Memory Stones. After you're done, teleport back to 
Inquisition Bridge. 
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Take the northern exit to enter the Inquisition Bridge's combat zone. One 
Baolydead greets you, though three more Baolydead Folks quickly join it as you 
progress up the hill. Break open the yellow Memory Stone with an earth-based 
attack to find Hellrealm Picture Book Page 5. Continue north into the non- 
combat area to save and return to Doolin. There are Stolen Bottle and Starving 
Beithir quests to defeat at nighttime. Return to the Inquisition Bridge: 


Go speak to the Faery Lord. The Faery Lord betrays her, and the Hellrealm Keats enters the courtroom and asks to 


denizens trap her in a cage, turning her powerless. They take her to Judge Yama, interview the defendant. He breaks her 
who accuses her of horrible crimes. The Mirror of Judgment replays her actions out of the cage and tells her that the 
throughout her quest, riling up the courtroom. Faery Lord used her for his own ends. 


Keats turns on the judge, asking him 
what lies beyond Hellrealm. Judge 
Yama loses his temper. He descends 
to fight Ellen. 


Е к ё 
atr: ep 3 


T Kaas Seems shocked that she's okay. Livane Keats storms into the court and puts a halt to the proceedings. Keats tells Ellen 


е. О, since Ellen has been captured. Yama the Hedge that the Faery Lord used her to bait the Hellrealm Folklore, Judge Yama. Keats 
det is the Folklore of Hellrealm. The Faery Lord must have handed Ellen overto ^ objects to the trial, and Judge Yama declares that Keats is in contempt of court. 
lure out the normally secretive judge. Judge Yama descends from his position of authority to sentence Keats guilty. 


Keats! You need to hurry to 
the comet! + lens beer 
captured! v 


Speak to the Hellrealm denizens to find 
out Judge Yama's weaknesses and the 
effects of the birdcage that Ellen has 
been imprisoned in. They warn Keats 
that intruding while court is in session 
isa serious crime. Enter the door to the 
north and interrupt the court 
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Ellen thanks Keats for rescuing her 
from the judge. However, there is a 
problem. Keats realizes that Ellen's 
own consciousness opened the door 
to Hellrealm. 


Ellen is frightened. She isn't sure what that means. The Netherworld Core is a 
place beyond the five realms, according to Livane, and can only be reached by 
those who can overcome their fear. Before Ellen can progress any farther, she 
must defeat her fear. 


She's defeated the Folklore, so Ellen must leave before the courts come after her. 
Keats implores her to return to the village. Ellen leaves, but encounters a Hellrealm 
denizen and a Mnemosyne. Two more denizens quickly appear, taunting her 


They suggest that the entire ordeal has all taken place in Ellen’s head, and is in 
fact false. They ask her who she really is, and quiz her about the murders of 17 
years ago. 


During all of this, Mnemosynes are exploding all around Ellen, revealing bits and 
pieces of her past. Ellen trips and falls from the Inquisition Bridge. 


Ellen thanks Keats for rescuing her from the court. Once she leaves, go to the 
south to exit this area: Keats tries to catch up with Ellen, but is rebuffed: 


Ellen appears to be hallucinating and falls off the Inquisition Bridge. Cecilia 
rushes toward Keats, causing him to disappear when she reaches out to him. 
Keats reappears in an unfamiliar area. Cecilia explains that her mother told her to 
hide beneath the Henge for safety. 


She awakens in Doolin Village, 
assuming that it was all just a bad 
dream. Speak to Ryan to the west, and 
he asks about Harriet. Go visit Harriet 
and she'll ask about the area beneath 
the Henge. 


Visit Mrs. Lester's house and speak 
to both the doctor and his wife. Mrs. 
Lester refers to Ellen as Cecilia, and 
urges her to take it easy on Herve. Dr 
Lester, however, warns her that Herve 
is about to go back to the city. Exit 
the house. 


Ellen realizes that this is the Doolin Village of 17 years ago. She begins to 
remember what the village looked like when she lived in it, but she is worried 
that her memories have created a Netherworld that appears to be the village. 


Herve and Cecilia appear before Ellen. Ellen remarks that she was flush 
with vibrancy as-a child, and wonders how she could have forgotten such 
wonderful memories 


You regain contro! of Ellen in the 
church. Enter the office and Herve 
reveals that he only has one year 


distraught, and they both disappear К 
from Ellen's sight , 


Cecilia begs Keats to tell her why she 
Survived. Was it because she prayed 
to the Faerys? She screams that she 
should have never done it. 


Keats wakes up on O'Connell's floor. He wonders where Ellen fell to in Hellrealm. 
Were Cecilia's actions a message from Ellen? Exit the house to find Suzette. 
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left to live. This news makes Cecilia Jes 


Visit the chapel of the church to see Cecilia speak once again. Cecilia asks her 
mother where people go when they die, and wonders if Heaven actually exists. 


Ellen appears in the Henge: Harriet and Cecilla are there, as well. Harriet asks 
Cecilia why she is crying, and Cecilia explains that Herve only has one year left 
to live. Harriet says that she is looking 
for a Faery, and tells Cecilia that Faerys 
grant wishes. She tells Cecilia to pray 
for nine days to locate a Faery. Cecilia 
decides to come to the Henge each 
night and pray to save Herve. 


Attempt to enter the area below the Henge. Ellen remembers what happened on 
the night of Samhain 17 years ago, and re-enters the Henge. She sees Cecilia 
speaking to someone unseen, and begging for her wish to be granted. 


The voice asks for Cecilia to give of 
her own blood to save Herve. Cecilia 
cuts her wrist with a spear and offers 

F her blood to the voice. The voice says 
F ihat Herves life has been extended, 
‘and Cecilia rejoices. 
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ats Tells her-to wait for nightfall. Return to your base and rest. 
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When Keats wakes up, go back to the Henge. Use the Silver Medallion to open up 
the area beneath the Henge. Enter it, and then proceed to the Divine Sanctuary 


Suzette stops you partway there. Keats 
is shocked, as he was expecting the 
Hag. Keats wonders if Ellen could have 
killed Suzette's mother on the cliff 
Suzette doesn't believe it. The Hag 
killed her mother. 


Ellen can’t remember what else she did to save Herve, but she's sure that she did 
something more. She sees Cecilia visiting Dr. Lester. Dr. Lester tells her that she 
suffered quite an injury at the ruin, and that her mother is coming to get her. 


Ellen flashes back to Ryan asking 
Cecilia how she got inside the ruins, 
but she can't remember what actually 
happened. She sees Ryan gasp and 
fall to the ground, wounded. Ellen sees 
Herve's father speaking to Cecilia, 
demanding to know why Herve had to 
die. Something strikes him and he goes flying off the edge of the cliff. 


Ellen only wanted to save Herve. But, Herve died anyway. What could have 
possibly gone wrong? Ellen needs to find out soon... 


When Suzette finishes speaking, enter the Divine Sanctuary. Proceed to the tall 
door at the end to speak with Suzette once more. Keats explains the history of the 
Hag to Suzette. 


The Hag came to the village around 
the same time as Ellen, and Keats had 
not seen her before Dr. Lester was 
murdered. Suzette asks if Ellen is up 
ahead with the Hag. Keats decides to 
go check it out. 


He sings the song that Cecilia sang to him in Hellrealm. The door swings wide 
and the Hag is revealed. Keats asks her why she killed the villagers, but does not 
receive an answer. 


The Hag stands there, motionless. 


i РАМАТ = | 
Underground 


Cecilia appears, searching for safety. She's below the Henge and scared for her Keats realizes that hes in Doolin's 

life: She screams into the darkness for help. past. He knows that it is definitely 

the Netherworld. Is this where Ellen 
landed? Cecilia and Herve went off 
toward the lighthouse cape. Follow 
them up the path to the northeast. They 
speak once again, and Keats watches 
them hide-the Medical Records. 


Keats is moved to the center of the 
village. Go north from that position 
to find Herve. He's calling for Cecilia. 
Keats disappears and reappears at 
the Henge. 


Herve and Dr. Lester are speaking in.the Henge. Dr. Lester is trying to calm Herve 
down. Herve is scared to death that Cecilia is going to die. They rescue her and 
Keats and Suzette are standing in front of the Hag who disappears into the Henge. ; take her to the church. Keats watches the aftermath of Herve's family discovering 
Speak to Suzette before following the Hag into the ruined Divine Sanctuary. Ellen Cecilia's disappearance. 

is on the ground, unconscious. i 


Speak to the Mnemosyne near Keats, 
after you regain control. A Pouke, 

a Brollachan, and a-Boggartattack 
Keats in this new area. Defeating 
them all spawns another six for a 
total of 18 enemies: 


Keats realizes that Ellen has beenhere 
all the time. There is no sign of the 

Hag, so Keats moves to help Ellen. 

The Hag appears, crouched over Ellen. 
Suzette moves to attack her, but Keats 
tosses her out of the way. He tells the 
Hag that he understands why she is 
doing what she is doing, and disappears. 


Keats reappears on Dwarf Beach. Cecilia and Herve are on the beach, talking 
to one another. Cecilia wants to grow up to work overseas, just like-her mother. 
Herve wants to grow up to be a writer, just like his father. 


You should be 4 painter Cecilia! 
Then travel the world and patt. 
Year re wicked at tt,» 


One day fm going to work 


E overseas, just like she does. e 
p Cedla ^ 


Use Keats's Trancension mode to hammer the enemies and take them out. None of Keats reappears on the Cliff of Sidhe. Go north to the edge of the Cliff to find another 
them require special absorptions or attacks, so break out your best area of effect Mnemosyne. He's teleported to the combat area from before, though this time it has 
lds and hit more than one at a time. Open the five Memory Stones after you finish four Patriots, two Padfoots, and one 
beating them to refill your life. Exit through the door. Brummbear. The Brummbear requires 

a Beat Absorption, so time your 

capture carefully. Open the Memory 

Stones to refill your life if you're low. 

When it's done, enter the door in the 

center of the area. 


Keats watches the Hag push Renaldo 
off the cliff. It wasn't Cecilia after all! 
Cecilia cries and hugs her mother. The 
Hag embraces her child. A save point 
appears after this, giving you a chance 
to rest. 
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Realization — 


Cecilia rushes into Herve's house, 
asking to play. His family turns on her, 
accusing her of killing him. Renaldo 
says that Regine must leave the village 
if she wants to survive. She balks, but 
he sends her away. 


Keats reappears in Ellen's hut. He wonders what happened here 17 years ago. 
Approach the Mnemosyne to be teleported to the battle zone. Eight Annwns 
appear and attack Keats. After defeating a few Annwn Folks, two Kalmia and two 
Ga-Dearg Folks rush you and try to prevent your progress. You've beaten these 
enemies before, so stick to your tactics and you will be fine. Use the Fomoire to 
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Keats watches Ryan begging Cecilia 
for information. Cecilia screams that 
she doesn't know anything. Ryan does 
not believe her and asks her what she 
saw at the church. He wants to know 
how she got inside the ruins. He needs 
| to meet the Faerys. 


bring down the Kalmia Folks. Once again, the Memory Stones contain Life Drops, 


J knock you out of an attack or absorption. Grab the Memory Stones if you need a 


The Hag appears and Keats watches 
her actions. The hut is where the Hag 
hid her daughter after Renaldo was 
killed. When she went back to get her, 
she was nowhere to be found. 


Keats travels to the church, feeling the need to uncover how Ryan.died: Go around 
the back of the church to find the Mnemosyne. Approach it and be ready for 
another battle. 


You'll face one Galley-Beggar, two Beithir Folks, and two Bullseye Folks. Try to 
take the Bullseye Folks out first. Their shots aren't powerful, but they can easily 


refill and re-enter the door. 


Keats returns to the Netherworld and 
sees Ryan capture Cecilia. The Hag 
appears and kills Ryan, possibly 
saving her daughters life. You're given 
an opportunity to save once again. 


The Hag and Cecilia are underneath the 
Henge once again. The Hag leaves after 
telling Cecilia to stay below ground for 
protection. Cecilia is terrified, and the 
Hag tries to console her. 
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Keats appears in the Divine Sanctuary. 
He realizes that Cecilia was too young 
to piece together all the facts regarding 
Herve's death; so she blamed herself. 
She was terrified of the Henge. 
Approach the Mnemosyne to trigger 
one last battle. 


A Durandal, Ogma, and Treant attack Keats as soon as he appears. Two of these 
require special absorptions, so take out the Treant first. That will leave just the 
Durandal and the Ogma. Use the Fomoire and Beithir 105 on the Ogma and finish 
it off with a Timing Absorption. Use the Ulhgik and Coblynau Ids against the 
Durandal. The Yarthkins Id also does 
a good job against it. A Stop & Go 
Absorption puts it down. Enter the 


door to begin the final run to the boss. 


Cecilia is still in the Henge, crying her eyes out. She blames herself for the deaths 
in the town. She only wanted to save Herve, but she cannot figure-out where 
things went wrong. 


Keats finds her. Cecilia was waiting right where her mother told her to wait. As 
you approach the end of the corridor, Keats will be stopped by a voice. Ellen is 
awake now. 


You take control of Ellen. You can grab Corrupt Village Picture Book 
Page 1. Speak to Keats. He explains that Ellen's mother is up ahead, waiting 
for her. Approach the Mnemosyne. It's time to fight Enigma. 


So. 
My mother is waiting for met 
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Requiem ae 
Regine swears to make Cecilia pay for Hef Crimes. The Hag overhears-her words 


and tells Cecilia that she must hide. She needs a new name. She bids farewell to 
her beloved daughter. 


Ellen awakens on the floor of the Henge. The Hag tells Ellen that she gave her 
hope, but she couldn't stay to help her. Ellen would hate to think that she ruined 
her mother’s life, 


Her mother simply asks to see her face once more before she dies... 


and death, and the basi 


t of human vitality. This is; 4 
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The Core - КЕЕ хоса 7 е 
Enigma has been defeated and Ellen's past has been revealed. Her mother 
has passed оп, but Ellen’s mission is far from over. There is still the matter of 
the Netherworld Core, the Faery Lord, and Livane. Is it possible to end their 
conflict? After the Faery Lord’s betrayal, can Ellen trust him? Where does 


- Scarecrow fit into this? 
Ellen and Keats meet on the beach. Ellen wants to speak with him, but he 


maintains his gruff demeanor. He's no sentimentalist. Keats asks her if she said 
her good-byes to her mother. He believes that she was at peace when she died, as 


‘she died protecting her daughter. 
‘Ellen understands that her safety meant more than anything to her mother. She 


remembers everything about her past, including the times that she and Herve would 


. stand on the very same beach upon which she's standing now. 
Keats asks her about the painting that he found. He reveals that it wasn't a portrait of 


Ellen after all, It was a portrait of her mother. Ellen looks just like her. Ellen says that 
her late father painted it himself. She was similarly surprised by the resemblance. 


Regine wrote the letter that summoned Ellen to the village. She pretended to be 
Ellen's mother and then attempted to kill her. However, Ellen's mother sensed what 
was going on and killed Regine. Ingrid was protecting Ellen to the best of her ability. 


Suzette committed the second and 


into the events of the past. She must 
have found out Dr. Lester and Harriet's 
secrets and killed them as punishment. 
The only way to be sure is to find out 
the truth from the horse's mouth. 


Keats thought he saw the Hag stabbing Dr. Lester at the Henge. He knows 
now that he was wrong. She was trying to remove the knife from his body. The 
murder 17 years ago, the one that has haunted Ellen, was committed out of 
love. Ingrid only wanted to protect her daughter. 


Ellen thought that her mother abandoned her, so Ellen banished her from her 
memory. She could only remember the two people who threatened her dying 
horribly. This weight was heavy on her heart for years and has only just now 
been lifted. 


Keats assumes that Ellen still wishes to visit the Netherworld Core. Ellen 
confirms his assumption. She needs to find out what is going on. She is the 
only one who can seek Baral. Keats just warns her to be careful and assures her 
that she will not fail. 


Sawn of the Midnight Sun 


Ellen girds herself and a new cloak appears on her body. This shining white cloak 
is the Cloak of the Midnight Sun. It is the fully actualized Cloak of Sidhe. The 
Cloak of the Midnight Sun grants Ellen new and impressive powers. She goes to 

Old Lighthouse Cape. The lighthouse rumbles, shakes, and finally shatters. 


The Eye of Baral appears above it, 
demanding to know why it has been 
released. Ellen proclaims that she 
wants to know everything and begins 
absorbing the eyes Id. 


The lighthouse crumbles even further, leaving nothing behind but a smoking ruin. 
Keats appears by Ellen's side. He says that the opening in the Henge must lead 
into the heart of the Netherworld. Lost memories and feelings pile and pool there. 


Walk into the glowing light to the south of Keats's position. Ellen returns to the 
real world. If you travel to the pub, you can switch from Ellen to Keats. Check the 
Pub Master for new quests. 


Keats should have Dark Impulse (Part 1) available in the pub during the 
daytime, and Wavering Flame during the nighttime. Complete any quests that 
you have not finished yet. Take this calm before the storm to see which Folks you 
have not yet gathered. If you are missing any Folks, visit their realms and capture 
them. You're going to need all the help you can get. 


Once you've wrapped out any outstanding business and completed your collection 
of Ids, return to the Henge at night and enter the Netherworld Core. 


There are a Faery. and a Rebel Denizen in the Netherworld Core. Speak to the Rebel 
who says that Livane's arrival is soon. The Faery, on the other hand, is excited about 
restoring the Twin Trees and fulfilling the deepest dream of the Faerys. 


Once mankind believes that the realm of the dead exists, they will begin creating 
myths and mirthful dreams that will keep them from strife and unite them with 
nature. When the Faery is. done speaking, enter the door to the north to go to 
Heaven’s Fields. 


Welcome to the Netherworld Core. If 
you'd rather play as Keats, switch to 
him in this area. Otherwise, follow the 
path around and to the north. Speak to 
the three | Faerys on your way around 
the'path. One Faery provides axe 
information involving the armored 
Folks in this area, as well as explaining exactly what Baral the Evil Eye was doing 
in the lighthouse. Another tells her that her memories may be in the Murk. That 
place is dangerous beyond description, 0 Ellen must be careful. Step into the 
glowing white light to the north to enter the next area. 


A new Folk called Telanthera attacks as soon as you appear. It disappears when 
attacked, leaving only a whirlwind in its place, and reappears in’ а new position. 
It's vulnerable to physical attacksysuch as those from the Barrager’s Id, and does 
not require a special absorption; / 


Defeating the lone Telanthera causes two more to appear. Once you defeat them, 
take the eastern exit to the right of the spiral. 


Once again, you'll fight a brand new Folk in this location. First, though, you must 
make it appear. Defeat the two Telanthera and break open the purple Memory 
Stone. You'll receive Netherworld Core Picture Book Page 1. As you 
approach the exit after gathering the page, the Gladiolus appears. 


Use your Destroy element Ids to take the Gladiolus's armor apart. The Fomoire or 
Skriker are both effective. A Beat Absorption finishes it off after you dismantle 
it: Return to the previous area and take the western exit. 


The flying Folks in this zonê are Muscari. The Fomoire id is extremely useful 

in this area. It is tall enough to strike the Muscari and is a Destroy element Id, 
making it perfect to take on the Gladiolus. Once you take down all the Folks, open 
up the Memory Stones. 

Return to the first non-combat area and switch to Keats. Retrace your steps 

and visit all three areas once more. Gather Netherworld Core Picture Book 
Page 1, if you didn't get itwith Ellen, and the Telanthera, Bougainvaillea, and 
Gladiolus Ids. 
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Head to the north after you finish the 

westernmost of the three zones. Defeat 

the Telanthera and the Bougainvaillea 

195, and then enter the glowing portal. 

The structure that Ellen noticed earlier 

has moved closer. The memories she 

seeks lie dormant inside. Keats doesn't 

think that waltzing right in is going to be an option. There is no way that it will be 
that easy. 


Just as Keats predicted, the Faery Lord 
appears before them. The Faery Lord 
greets Ellen, pointedly ignoring Keats, 
and says that no one has ventured to 
this area since Livane's Rebellion. He 
tells Ellen that she doesn't need to 
enter the temple after all 


The temple will be destroyed, instead. The Faery Lord wants all ties to the living 
world severed. Ellen disagrees; she feels that the ties should be restored. The Faery 
Lord apologizes for misleading Ellen and his fellow Faerys, but the connection must 
be severed. 


HP t 
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Structural Integrity 


Keats asks what will happen if the 
Faery Lord severs the connection. 
Livane appears and answers his 
question. Any feelings of fear, grief, 
or spite will be forgotten and never 
experienced again. Eventually, the 
weak of spirit will die out and the 
overall human spirit will collapse 


The Netherworld Core is what makes it possible for humans to accept death. 
Without it, no one would ever be able to cope with the crushing specter of death. 


The Faery Lord finally loses his temper. He is going to sever the connection, 
and these peons are not going to stop him. He rises into the sky, glowing with 
a weird energy 


Get ready to fight the Faery Lord 
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"mesi, d : Ellen enters а room that contains an Agapanthus Folk. Open the purple Memory 
Betrayal x P Stone to retrieve Netherworld Core Picture Book Page 2. The Agapanthus is 
> vulnerable to Destroy element Ids, including the Fomoire: Once you beat the first 
Agapanthus, two more teleport into the room and begin attacking. Take them out 
with your Destroy element Ids once more. 


The Faery Lord declares that Ellen. has done well, but he refuses to be defeated. He 
teleports away, but Ellen tracks him down: She chases after him. He's limping toward 
the temple. Scarecrow accompanies Ellen to her showdown with the Faery Lord. He 
slams his staff into the ground, but a sword runs him through and he collapses. 


Bogle, the Faery Lord's number two, killed his master. He tells a story of the Faery 
Lord and how he became saddened by the actions of the humans. Their thoughts 
and strife were splitting the Netherworld apart. The Faery Lord forsook his love for 
humans and sought to sever all ties with them. 


After Bogle finishes, speak to Scarecrow, He warns Ellen that Belgae is up 
ahead... along with Ellen's last memories. Save at the portal. Travel back to 
Doolin and check for quests. Ellen should have the Raging Beast of the Core 
quest available in the pub at night. 


Return to Heaven's Fields. Switch to Ellen, if you haven't already, and:go to the 
Palace of Memory by passing through the portal. You'll tighta Gladiolus 
once you pass around halfway through this room. Defeat it and loot the Memory 
Stones. Another Gladiolus appears when you near the exit. Defeat itand enter the 
glowing light at the end of the room. 


Continue to the north, breaking open the Memory Stones along the way. Another 
Agapanthus appears as you near the.gfowing portal and a few Muscari Ids attack 


The new Folks in this area, the Bergamot and Ammobium, are both vulnerable to 
Destroy element attacks. Two of each attack when you enter the room. Perform the 
Timing Absorption to gain the Bergamot Id, but Ammobium Folks are normal 
captures. Open the three Memory Stones and approach the glowing light. Pass 
through it to enter the next room. 


An Ammobium and a Bergamot rush to meet you as you enter this area. Take out 
the Ammobium first, since it doesn't require a special absorption. Ascend the 
Stairs to the west. When you get close to the exit once again, two Agapanthus 
Folks appear and begin attacking you. Defeating these two reveals another set of 
two Bergamots and two Ammobiums. Defeat them and then backtrack to the last 
non-combat area. Switch to Keats and gather up the Folks that he doesn't have so 
far. He'll have to battle Protta, Protea, Bergamot, Ammobium, and Goggie Folks 


Switch back to Ellen and return to 
this room. Enter the glowing portal 
to the north. Livane appears before 
Ellen. She says that they were going 
to have to face each other eventually. 
What better time to fight than now? 
Scarecrow runs ой, telling Ellen to 
beat her. Livane looks to Keats for help, but he refuses to help her. 


Livane, now alone, tells Ellen that the only route to understanding is through 
conflict. Ellen says that this isn’t the first time that they've faced off. Livane says 
that she’s had enough talk. Get ready to fight Livane. 
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G Mercy- 


Ellen refuses to fight Livane any 
longer. She leaves Livane where she 
fell in battle and progresses to the 
next area. 


Meanwhile, Keats is idly pondering 
what Scarecrow was after. Does he 
want the same thing as the Faery 
Lord? Denizens of the Netherworld cannot pull out the spear, but Scarecrow isn't 
exactly a normal denizen. If Scarecrow is truly after that, Keats must hurry up and 
catch him. 


Speak to the Faery in front of Keats to gain info on what's coming next. The Faery 
warns you about the Murk, gives cryptic hints involving the feeling of fear, and the 
Twin Trees. You cannot take the western fork,.so take the eastern one and head to 


the Twin Trees. 


шы id 


There is no sign of Scarecrow at the 
Twin Trees. Could he have gone to the 
Murk? Return to the previous area and 
try to enter the Murk. You'll run into 
the Mnemosyne on the way there. He 
sees a memory of Herve and Cecilia 
playing as children. 


Ellen appears and she and Keats converse. Keats wants to know.if Ellen is going 
to the Twin Trees. Ellen does not answer him. 


Take the road to the Twin Trees. Ellen goes4o find the spear that’s embedded in 
one of the trees. When she arrives, Livane appears. Ellen wonders if this is what 
Livane has been guarding for these 5000 years. 


Bogle appears and orders Ellen to 
remove the weapon. He wants to free 
the Netherworld from the curse of the 
living. Livane says that this will only 
create chaos on Earth. With no fear 

of death, man will eventually become 
savage. Bogle says that Ellen agreed to 
help the Faerys correct the wrongs of the backwards land of the living. She should 
know all too well how painful life-can be. 


Ellen's life was not easy, and she didn't like the mercilessness of society. She 
often dreamed of journeying to the land of the Faerys, but she still has pleasant 
memories hidden deep within. She wants to know what other memories remain 
and what happened to make her forget them. 


Keats says that Ellen should proceed: Decisions should be made after one has 
acquired all the facts. He паза bad feeling about whats going on. Return to the 
crossroads to.save your game. Go back to Doolin Village to check for quests, and 
use the portal to come back. 


‘Sthe.Murk 


Proceed into the Murk. Ellen sees a Mnemosyne.on the way and remembers 
nearly bleeding to death to save Herve. She wonders why Herve still died. Keats 
says that Cecilia couldn't bear to accept what happened that night. However, Ellen 
is no longer Cecilia. Ellen is frightened, but she's come too far to back down. 
Keats urges her on. The Mnemosyne enlarges and releases more memories. 


She sees Dr. Lester speaking to Herve who no longer fears death. Herve has 
accepted his fate and is willing to do anything for Cecilia. He asks Dr. Lester to 
thank his parents for bringing him to this village and for always smiling at him. 
He also wants Dr. Lester to thank Cecilia. 


Ellen remembers that she'd returned 
heavily wounded and bleeding from 
her wrists. Herve entrusted her to 

Dr. Lester's care and died soon after. 
Herve saved Ellen, but she'd forgotten 
about it. Keats tells her that not many 
people in the village shared her blood 
type. Dr. Lester made a hard decision that had tormented him all these years. He 
used Herve's blood to save Ellen. Dr. Lester never told anyone. Even his wife lived 
in the dark. Ellen decides to-let the spear stay where it is. 


Suddenly, the ground begins to quake. Keats realizes that Scarecrow did not go 
after the Twin Trees at all. Livane cowers under the weight of the concentrated 
negativity. Someone is absorbing it. 


Scarecrow appears before the group. 
He finally reveals his true self and 
plan. He wants to teach humans the 
horror of death. He believes that fear 
will make the world a place that lacks 
murder and war. He's sucked up the 
fear of death. Now, he's. going to spit it 
across the earth. 


Scarecrow says that he was born from Cecilia's desires, and he won't rest until her 
wishes are granted. Scarecrow disappears in a puff of smoke, leaving Keats and 
Ellen alone. 


Your control switches to Keats. Speak to Ellen and Livane. Head to the north and 
get ready to fight Scarecrow. 


НР: 200 р: 200 


Crow of Sorrow: 220 Crow Head: 125 


ECR 


ting Scarecrow in the real world i lightly different than it was m The 


Crow of Rage: 652 


Netherworld. The majority of your ldc have been scaled 


Stavecrov has а brief entry in the Netherworld Core Pictwre Book The 


; H 
have fp nat 


p the Fovke ld, ac rt 


ne. Net ol 
Tr v«Tnervooria C+ 


faerwc that vou Spoke to Tho 


be the most weful at the fight Equip any of the other ldc 


morc 


There are 


иом like best ovt of the remam 


bird heads that appear ov 
Approx h the head 


fight. The Crow of Sorra 
9 ! 


+ and lo 
4 ә и Hour left and lock 
e ice lds on the Crow of Каас on Hour left and loci 


attacks ] 
KM S 
| | attack, a¢ rt seak ит onto ft, Move in close 


Esch Crow can launch a purple ball of 
A L j " oh wur 
fre or ice clement lds, depending. on whi stack. After scaling. The and hammer rt with 
4 : He. Ра c DW 
llc, the Crow will be stunned. Kun vp to it attempt to at $ d the мес. Scarecrow 
р Е ni 
however, So be careful will occasionally create 


columns of purple ene 


¢ exlvemelu че in 


that choot straight vp 


into the aw and Knock 


Ellen down. You'll have to 


dodge twice usin, R2 


lo avoid Нс attack 


body, Н can 


and Кас по problem takin 


"cercorovv VISES 


Once. you've: killed 
and absorbed the head 
on the left, ом} 
to the r 
Scarecrow res purple 


balk at Ellen 


E er А) 
uy heso 


this entire 


them 


aid keep attacking. the 
head. The ? 
extremely vejui 
this head and its at the 
hit the 
arae 

don't 


the Dewasser, В 
| 


forget the columns 
Tog 


of споду that appear at 
your feet 
Both heads regenerate when the. sec ond 


head diez. This time, they fire water bubbles 


olumns and balk 


at Ellen т; 


of сте cer against: both 


heads this time to 


cl. wear them down 
1 


Th time around, the heads retin with thunder attacks. Your Degasser and When the ¢ recrow becomes vulnerable to any particular Id 
f 1 


Fuke Idg become worthless with this iteration of the care To | | choice here, since її hac a multi-stage, 
lds have. become т ( e the Y and Е. tha ontinve. fo we the Boobric if yov ¢ 
К the most useful, Since if pops ovt gut it te SE we gov do Some damage, byt continve to 


< 


if wove: hav 


the Netherworld Core Picture Book. Scarecrow requires ә Mix Absorption to фики him off. The sequence к 


vandom, but involves every kind of absorption Each absorption facts a few тотемі, 


vouble finding. ә good Folk o. vse, remove it and repeat the attacking. proc 


and they may repeat du na the process 


When hes 


All your Ide undo after th via ip t 5 le Seavecrow has an aborted, 5 


кусын А few : 1 ie 
meredibli few €hrinkc back to ИК 


n on smaller size and 


Dis i " 
Scarecron! collapses. Ellen, 


Similarly ehavcted, 


algo fall down 


work 


shield 


Zin-Memoriam 


Cecilia appears beneath the Henge in a flashback, talking to herself. She wonders Livane, Belgae, and Keats are standing together in the Netherworld Core. Keats 
why people die, hate, and grieve. She's distraught over the goings-on in the wonders why Livane would endanger her life for Ellen. Livane doesn't answer, 
town over the past few days. She only wanted to save Herve, but everything went preferring instead to tell Keats that she is thankful that destiny put him on her 
Wrong: She hears a noise and stands up to find Scarecrow. He introduces himself, side. Keats replies gruffly, but Livane sticks to her guns. She has changed since 
and asks if she wants to be friends forever. meeting Keats. Livane thanks Belgae for serving her, says goodbye one last time, 
and then disappears 


Back in the real world, Scarecrow is standing over Ellen's body. He says that, 
as Cecilia; she wished for a world that feared death. If people feared death, they 
wouldn't hate each other. That desire gave birth to Scarecrow. 


This ts farewell, 
for all of eternity. 
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Scarecrow, thank you... 


Ellen reappears in the sanctuary beneath the Henge. She wonders what she just 
-4 saw. She goes back over her memories, thinking of the pivotal points of her life, 
and finally recognizes the Faery that she prayed to 17 years ago 
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Scarecrow realizes that he was born to grant Cecilia's wish, but Cecilia doesn't 
exist any more. She's Ellen now. So, his job is done. Ellen thanks Scarecrow for 
helping her recall her memories. 


She finds Livane sitting in the sanctuary. They speak briefly, and Livane urges 
Ellen to help anyone who is hurt, or anguished, or sad. The Netherworld belongs 
to the living. Ellen hasa gift; and can be a flame that lights the darkness. 


Ellen reappears in her hut. Exit.the hut and go speak to the villagers. After that, 
go to Keats's base and trade places with him. Keats wants to find a treasure or an 
item in Ellen's hut. 


Е 
Pub Master 


Search the netting near the.door.to find itaKeats finds a copy of Unknown Realms. 
The final issue came out in 1989. He finds a drawing that Cecilia drew as a kid. It 
was supposed to be a drawing Of Herve, but it looks exactly like Keats. 


Her hee, n this another parze? 
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Keats reappears in Belgae's presence. 
They speak of this new revelation, 

and Belgae bids him farewell. Ellen 
appears in the same room as Keats. 

He's in the Editorial Department of 
Unknown Realm. Keats explains how 

he came to be involved in this mystery. 
While they speak, Ellen makes some tea. 


Keats says that this is mo place for Ellen. She thanks him for being there, and 
leaves him behind. After She.Jeaves, he pulls the picture from his desk drawer and 
sets it on his desk. 
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' T AS Id DATA: The parameters when the Folk is working for the hero as 


“RECOMMENDED ATTACK INFO: shows the characteristics and 
effects when you utilize their captured IDs. 


TA FOLKS ABILITIES BY THE DATA 


Сте datai is divided by hero and then further divided into the categories of Realm, Quest and Special. 
~The Folkar@listed alphabetically by realm, The information provided in this sample bestiary entry is 
а component of the bestiary and to help you understand all the data 


TION: Name. Bnd picture Of the Folks. In the case of 
n Rae: О Only appear when certai conditions are met, it indicates 
this by showing вав Folks іп the area: 


` ELEMENT: The element employed by the Folks. There are some Folks 
that, when fought as an ‚тау attack with another element as part of 
their attack method. “To see which Elements they use in their attacks, see 
"thelr Attack Data tables under As Folk. 


RECOMMENDATION: This retlects the ease of using this Folk. The 
© more stars, the easier the Folk is to use. 


| АЗ FOLK DATA: Shows the parameters of the Folk as an enemy as 


. “Defined in the Attack Data. 


FIGHTING METHOD: Tips on how to battle against or an introduction 
“an how to employ usefully in battle, 


‘well as the conditions for or effects of releasing their Karma. The meaning 
“of each category is defined in the Attack Data to the right. 


LOCATION: Shows enemy locations in the realms. For Quest and Special Folks, It also displays 
‘the conditions for capturing them. 


zv 


"НР: Enemy's endurance. When this reaches zero, the enemy falls, 


"ID APPEAR HP: When the enemy's HP reaches this number, the Red Id appears. For enemies 
with “—" displayed, the 10 doesn't appear even when their HP is reduced. This sometimes 
requires a special element attack to reveal their Id. 


ID. ABSORPTION METHOD: control type used to absorb the Id. In the Id which do not 
enter a Special absorb mode are displayed as "normal" and the IDs which enter a special absorb 
made have the special type displayed. The Absorb Time Limit is also displayed along with it. 


ELEMENT STAMINA: Basic value of attack power that is the basis for amount of HP damage 
done. 


ATTACK DATA: Type of attack used. From the feft, it says Attack Name, Element, HP Modifier 
(HP. attack power supplemental modifier), Element Modifier (Element attack power modifier) 


DEFENSE VALUE: Ability to resist HP attack power. A value from 0-100% is determined for 
each element and the lower the value, the less damage is done. When it reaches 0%, no damage is 
done. Some enemy's values may change during combat, but the Initial value is displayed here. 


EARNED XP: Basic Experience Points value gained when the Id is absorbed. 


ITEM: item that is sometimes dropped when defeated and Id is absorbed. The drop percentage 
tor the item is also included. 
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CONTROL TYPE: control method when being employed. There are a total of four types 
“Normal Type,” in which you only have to press the button once, “Combo Type,” in which you do 
consecutive attacks by hitting the button repeatedly, "Charge Type," in which you store up energy 
as long as you hold the button down, and "Rapid Fire Type," in which you continue the effect as 
long as the button is held down 


SPECIAL CHARACTERISTICS: туре and/or Range of attack. 


NUMBER OF IDS: in the case of “Simultaneous Use,” it is the number of 105 that may be 
called at one time. In the case of "Consecutive Use," it refers to the number of times you can call 
an Id consecutively. The number value signifies “Initial Value to Maximum Value after Karma 
released". 


HP ATTACK POWER: Basic attack power value that serves as basis for determining damage 
to HP. In the case of attack power increasing as a result of releasing Karma, it is displayed as two 
values as in "Initial value to Max value". Also, if there is no attack value, a "minus" symbol is 
displayed 


MP ATTACK POWER: Basic attack power value that serves as basis for determining damage 
to MP. In the case of attack power increasing as a result of releasing Karma, it is displayed as two 
values as in "Initial value to Max value". Also, if there is no attack value, a "—" symbol is 
displayed. 


MC USED: МС amount consumed when employed. If the amount of MC used is reduced as a 
result of Karma release, it is displayed as "Initial Setting to Minimum Setting" 


ATTACK DATA: Attack type and function. The criteria, from left to right, are "Attack Name," 
“HP Modifier,” "Element Modifier,” “Hit.” Different attack methods, such as Charge Attack or 
Consecutive Attacks, are listed separately. 


KARMA RELEASE :The amount of Karma contained by the Folk. The chart shows "Karma,' 
“Location,” “Release Conditions,” and “Effects.” 
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It attacks with Peck after flying towards you. However, it only flies directly forward, so once it 
has locked on, just wait for it to get close, then dodge to the side. After it's been left open to - = 
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attack, attack it with Pouke or other attacks. However, it can attack you with Back Kick if you ш”; ¬ 
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Attacks when you get close by punching and making its needle like fur stand on end. The : 
only way you can make Id appear is with Sleep, so make sure you've absorbed a Cait Sidhe | = + . - = - 
Id before you fight one. When summoning the Cait Sidhe, be sure to have а little distance = | کڪ‎ 

between you and the Bug-a-boo, and be careful not to let ils Fur Needle attack hit you 
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An attack that fires soap bubbles upwards diagonally and that 

- home in on enemies, Charging up increases the size of the 
Soap bubbies and expands the attack range. You must be right 

| next to enemies on the ground in order to hit them, but for 
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Altacks you from the front by scratching you with its front legs and by thrusting out its 
tentacles like ivy at you. A basic strategy for dealing with them is to attack them from the side 
However, a Сай! Sidhe's Sleep attack exposes the Id with a single hit. Of course, remember that 


when using Cait Sidhe to attack from a good distance away 
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3 seconds after it brings out a straw-like object, Henky fires Soap Bubbles directly at you 
During this time Henky won't change directions, so you can easily dodge them by moving 


of ils sides. Once you've dodged its attacks, use Pouke or some other kind of combo 
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Uses Cut Down and Jump Attack at close range, and Dash Attack at long range. Keep a safe 
distance away while staying locked on, then move left or right to dodge its attacks before 
retaliating with an Impet. Bond it and follow-up with Pouke's combo attacks to finish it off. 
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It jumps straight forward while chopping. This 
ч attack has a wide upper attack range and works 
м 2! well to hit Impet and other mid-air enemies. 
Towers by 5) Furthermore, it becomes useful when fighting 
against Bargest and the Folklore from the Faery 
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Fires a machine gun chaotically from long range. While single shots don’t have much power 
on their own, they fire rapidly and you can suck up heavy damage if you are directly in front of 
a Barrager when it attacks. Approach it from a diagonal. From there, take it out with Pouke or 
with other enemies like Daru 
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Possesses several powerful close-range attacks, starting with the unblockable Straight. The 


safest tactic is to use Hawk or Bullseye or some other Folk with good long range attac 
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Releases a wide ranging Thunder based attack after building up its power. Furthermore, if you 
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stand directly in front of it you'll taunt it into attacking with close-range attacks like Stab and — | — — n que 
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there and time your shot. Particularly effective 
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Travels for а long distance when charging. The 
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-| them against powertul close-range attackers 
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Flies around while dropping bombs. Also sometimes charges its enemies while flying close to 


the ground. When it drops its altitude, be prepared for a Charge, and make sure not to stand - 


В right in front of it. Degasser deals solid damage to it regardless of whether it's near the ground 


or in the air | 
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Flies around and drops four bombs to attack 
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Performs consecutive Body Slams to the front 
[ess while holding out its spear. Attacks similarly to 
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f er the ground, with only part of its back visible. Should Ellen attack or come 
into contact with that part, it comes out of the ground and sprays its Sticky Fluid at her. Use 
Hawk to lure it to the ground, then attack it from the side with Ga-Boi. Once Dracae has been 


knocked over, use follow up altacks to take it out for good 
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Upon summoning it, it sends a giant Vacuum 
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of the attack. However, YOU cannot change the 
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Its Missile ar and Body Slam attacks have considerable speed and are difficult to dodge once 
Malabaricus begins its attack. Stay locked on to it and strafe to the left and right to dodge 
them. Once Malabaricus has missed its Body Slam attack three times and becomes dizzy, or 
right after it has fired its entire payload of missiles, your chance to counterattack with Ga-Boi 


and other Folks has come! 


— the attack is not well-suited to os chaotic 
battles thanks to its tendency to focus on a 

| single enemy and without any splash damage. 
| it Сап be an overwhelmingly useful attack in a 
one-on-one fight. 
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Its Spin Cut has a wide attack range, and you won't be sate from it even if you stand behind 


t, so don't engage Answerer al close-range. Stay far enough away that you can just barely 


attack it with Ga-Boi. This allows you to continue deal 
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At first Humpty won't move at all, but if you hit it with a Thunder-based attack it activates and 
attacks you with Jabs and Straights. These may not have much range, but they're very quick | 


and can be a nuisance. Take it out with Pouke and other Folks with quick activating attacks that ' 
won't leave you vulnerable. 


Charges forward while electrifying itself and 
uses its One Two move repeatedly. If you charge 
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— but it will also gain the ability to home in on 
enemies and will punch out several of thern. 
Effective against attacks by groups of Thrumpin 


it jumps backwards and immediately increases the distance between you 
two. When that happens, the easiest way to attack it would be to use Pouke or some other Folk | 2 zi gare == 2 
with a long-range, or to use Cait Sidhe to put Luideag to sleep first. Should the fight take a 2 

long time it sometimes calls Brollachan for assistance, so if Luideag appears together with Eis = oS — 91 


other enemies, you'll want to focus on taking it out first 


If you approach it 


By holding down the button and building up its 
Аа 5 ГА - power, you increase the.strengih of this attack. 
10 бий inves SEE = | It does leave you detenséless while you're 

У 4 — | building it up, so it's not a good idea to use it 
during large тө, as it can be effective 


— orto attack an enemy that has missed an attack 
| -] and is vulnerable. 
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1 get its Id to appear in one shot 


Floats in mid-air and drops s thunder bolls mae a 
short length of time. Especially, effective against 
=} ] Ulghters found in Hellrealm and other enemies 


Toa ZEE) that make a beeline straight for Ellen However, in 
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Defends you from enemy attacks as long as you hold down 
the button. This defense covers all directions and stands up 
to multiple attacks, but it uses a lot of MC compared to other 
| Guard element Folks such as Killmoulis and Patriot. The best 
thing to do is to wait until right before the enemy is about to 


nie wR MERDA GERMAN зат attack and then summon it. 
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Follows Ellen around while breaking out its Front Kick repeatedly It always appears In groups, | а | е не 
so lure them all into а сопсе itrated location and take them out with Daru or other area tacks > 
lure inen to a concentrate у n а — - 


They defend occasionally, but even if they do they rarely counterattack after doing 50, $0 you - 
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A Non-Element attack that knocks down an enemy from j 
mid range. It has low HP Attack Power, but cannot do much (ae. 


damage by itself. However, if you can hit Luideag, Bogart, or 
— other humanoid enemies with this attack you can knock them © 
on their feet and make them easy pickings for more etfective 
attacks like Pouke or Luideag. 


With many ways to attack you, including the close-range Down Chop, the long-range Sickle 
Throw and the omni-directional Shock, the Baolbolc is a dangerous foe. Shock in particular 
has a very wide range and is difficult to evade once initiated. To prevent this, maneuver around 
ae to its side or back before the Baolbolc can use Shock and defeat it with Pouke or Garbera 
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Sends Thunder bolts flying in all directions. This 
attack has excellent range and а long duration, 
і 2-15 TOTEM but it also requires time to activate. You'll want to 
де Ы 5 | have Baogbolc summoned and ready before any 
enemies get too close. Ellen can move around 


attacking it and focus on not getting hit. When attacking Baolwind, get behind it and use 


Mandragora or Fachan 


Send a giant tornado flying in a forward direction. № 
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Бе of their Absorb Mode, but И you defeat just one, the other two disappear. Therefore 
because eir AbSO od you d 0 рр 


you just have to make all three Caesgs’ IDs turn red and absorb them all at once. Turn your 
back on them to lure them all.into one location, then take them all out with Habetrot 


Blows а kiss in a frontal direction to create a heart-shaped 


enemies. In addition, their MC usage is low, so a nice benefit E 
— is that after using it you can easily switch to another Folk and. E DOW 
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again to make it reappear. 


Pertorms a Charm attack that covers a wide 
o | frontal arc Although it dges use up a lot of MC. 
| it has excellent attack Speed and range and lasts 
| for a long time. It can be a formidable force in 
fights against Boggarts and Wrynecks, Once you 
| release its Karma you can summon more of them 
= simultaneously, Making the attack range even 
— | wider. Definitely take the time to do that 
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s with quick attacks until it falls. Alternatively, you can also remain at a safe distance and use 
а Т am E Habetrot to put it to sleep before attacking it 


1 and attack range are simijar to Mandragora, 
: -| but Fachan only hits once for every creature 
[Decrease МС. — summoned. However, Fachan's body is 
considerably bigger and easier to use to hit 
| enemies. Use Fachan directly after unleashing 
| Mandragora and repeat that combo in waves until 
| the enemies are defeated 
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N, Bos E lts Punch and Earthquake attacks are dangerous, so attack it from a safe distance with Folks = : - 
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enemies in mid-air. The only drawback to this 
attack is its steep MC requirement. Also, since 
р 4 it cannot be used consecutively, you need to 
= | = | 5 — | time this attack carefully to have the maximum 
— | 1 possible effect. 
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like Garbera to attack them all at once 


Performs a charge attack to the front. Although it 
doesn't charge for a long distance, once you've 
released its Karma and increased the number 

_] you can summon simultaneously, your horizontal 
attack range is greatly widened, making it easier 

10 attack enemies, The attack also has great HP 
m Attack Power, MC Usage and attack speed. SO by 
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The types of attacks that are effective against this Folk depend on what color its body is at th 


time. Normally, Coblynau's Charm attacks are effective, and when its body is black the Sleep (SS ae] 


counterattack on it while its quard is down 


Tower of hdament + 


| Step and Сло 


attacks of Habetrot work well: As long as you retain distance from this enemy and dodge 
left or right, you should be able to evade its attacks. Once it misses an attack, aim to land a 
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This Folk is your only method of 
| wielding two.different Elemental 


Thunder-based Charge. Both have 
excellent attack speed, and Charge 
— .] has gféat range as well. 
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Fires Bond Shots to the front. These shots fll to 
=] the ground quickly, but egn only be used from 
— no more than mid- range away. However. they 

are Quick lo activate and do not use much MC 
making them easy to fire repeatedly. You'll want 
to use it against Boggart, Wryneck, and other 
| Folks that are Weak against Bond-based attacks 
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Flies around high up in mid-air while it Keeps an eye on things on the ground, then sometime 
flies low to attack you with Body Siam. Its Body Slam speed is fast and а He wd 
are coming after you at once it can be difficult to dodge them. Bul, if you continue to » em 
Garbera attacks, you can easily meet and defeat Ulghter before it ы = = to fire off 


E | attack, and has excellent range. However, the 
E Ferrers ty 10 | Shot itself is slow to move and can be evaded 

by small, agile enemies. Lock on to your target 
and only use it from mid-range to increase the 
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understanding that you will inevitably take some damage) and take it 
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out quickly with Garbera 


Assumes a formation and performs an attack 

| all at once, Although it doesn't have much 
т | range, it has very good НР Attack Power and 
-s — | attack speed instead. Once you've released its 
Karma and become able to summon 4 Wrynecks 
at once, you will be able to attack in all four 

| directions: forward, backward, tett, and right. 
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A combo that has it swinging both its arms 

| around while it charges forward. Agapanthus 
— | excels in both HP Attack Power and attack 

the attack take a long time and leave you open 

to counterattacks, no other attack except for a 
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| Power, and has the ablity to knock down smaller 
j enemies. However, the attack is slow to activate 
and leaves you vulnerable before it does and hasa 
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—— to make an enemy miss ап attack and or wait for 
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Thanks to the long range of both Vacuum Blade and Breath, it is hard to get close to Bergamot 
inflict it with Charm using Coblynau rushing in to attack it. Also, in cases where it appears | 
together with Ammobium, focus on defeating Ammobium first. It-takes time to absorb the 
Bergamot Id thanks to the need for Ellen to go into Absorb Mode 


ob; 


= 


m 


E 3 [LLL ILLIS 
WPATCKPONER — [22 
۱ 2072 ЗЕ Er 
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| touch the ground. Has such a wide horizolal 
—  — attack range that it practically covers the entire 
— — — 4 180-degree range in front of you, making it 
- a great fit for fights against large groups of 
enemies. Furthermore, if you hold the button 
down you can build up its power and make it 
— | even more of a force to be reckoned with. Build 
-| up its power from a safe distance away from 
enemies, then drawing them close and firing. 
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| | = ag 
| Char ile di ng thunder An 
GES ahead while discharging thunder An 


. xen easy to use attack that excels in Speed and га 
men 1 4nd has good attack power E 


| to boot. in 
—] И a perfect attack to use against muss 
ee which are Susceptibie to being 
E l'— ien and can be Stopped їл their tracks by it 
LI == а э; ‚ YOU are left wide Open before the attack 
MESE IVateS, 50 give yourself plenty of distance 


you and your larget before using it. 


КЕ Ca кд Ер a y Cs 


Attacks by sending its arm and tornados flying forward while warping around and by scattering 


Wind Chunks around the area. In addition, you can also take damage from the tornados 
it leaves in its wake every time it warps around, so be extra careful when fighting it. Once ЕЕ 


Telanthera has stopped attacking, quickly get in close to it and pound on it with consecutive ais | 


Non-Element attacks. тш | 


Sends giant Tornadoes flying in a forward 
direction. Although it takes time for these 
= 1 tornados to appear, they have a great wide 
Attack Куусу by 8] 
J attack range and work well to take out groups 
of enemies in front of you. Furthermore, the 
duration of these tornados is quite long, and 
] they stick around even after Telanthera has 
-| disappeared, which means that itis possiblefo. | 


^ use them often and repeatedly. 
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QUEST FOLK 
ТАНКЕР 7 e 


Ростел FEE‏ س 
pre‏ — 
а 25» 15 :‏ 


-— 


Stops high up in mid-air and sends electrical 
ux shocks flying in four directions when an enemy 
gets close. Although the power of this: EOS 


— | which is the same type, this Folk has the 

— advantage of responding to and attacking 

enemies automatically. If you summon one 
during a large group battle, it attacks enemies 

| one right after the other. 


Charge АНЕ 
2 EF 2 
| A. 
Upon being summoned, Hos hiner and starts а E 
d$ | running, then self destructs after it has advanced a узсе Л 
adeat 3 94 " LEN Е ее S | certain distance or runs into an enemy, effectively 


- dealing damage over a wide fange. At the same 
time, it is possible thal this attack will knock the 
enemy down. This attack’s MP Attack Power is 

] fairly high, so use it when you want to wear down 
_| an enemy's Destroy resistance. 


| greatly vulnerable to attack before it activates, it 
~~} boasts the greatest range and HP Attack Power 
of any Non-Element attack. Furthermore; if you 
charge up its power it is possible to throw a 
_| greater number of stones. If you release its Karma 
| and increase the number of Charge Levels as 
* well, you can throw up to a maximum of 4 stones 
at the same time. 


LT NE tO Chelate see teal et - | forward direction, Although this attack leaves you 
[Kama 2 [Кере 1 (Use 10 Green Orc — Charge Level ri __ it acti i 
а £ тб 


—— == =  —À Бш - 


Дак NDYLOW © 


ШШ Sends a strong gust flying in a frontal direction. 
— Leaves itself very vulnerable before the attack 
E 7, activates, so be careful of the distance between 
АНЯ you and any enemies when you use it. ЇЇ enemies 
are too close by, you'll want to retreat far enough 
— (о where you can use it Safely, Incidentally, 
| although it has similar properties to another Wind 
+ Folk, Boobrie, this Folk's attack range extends 
higher vertically. 


DN 


SPECIAL FOLK 
- Ф 


К TOWN 205 150,000 Capture Finis т Тест Trial Made | Attacks with thrusts from its bladed crest. You | 
] ن ااا‎ |Т s = = ____} could consider it a powered-up version of the о a". 


Ogma, so while it uses slightly more MC, it lacks ESF WE 
| the Ogma's shortcoming, namely its short range. № T 
ma Conse Е ve Decrease | Its quick attack time and thrust speed are a force Fe EE 
Contunrgtion, meme SS 


Det Pasir wit > 

104 5 > Worm Tree | ‘id amem =: e Tovar y | to be reckoned with, giving it unequaled strength SS 
TLLA E Attack. Им 

EU RR тне ЦІ - [уеже Attack Fue — against ground enemies 


Ө _ 


Е | Attacks at close-range with a forward punch 

You can only use one at first, but by releasing 

Karma you can use а maximum of 4. Possesses 

a narrow side-attack range, but because й 

~ | concentrates its attacks on the front, it's easy to 

| score multiple hits if youre only fighting one 
enemy. Expect big damage if all the hits connect. 


—— — — —— 
[Upload on containing wer 4502 Ds 


ГИ acon лк » T „= ан 
и, Е «ен m Умот Trial Mede 


Attacks with a powerful water explosion in all 
-r | directions, It suffers from slow attack time, but 
oe a ee 15 range 15 top-notch, even hitting air enemies. 
___] Also, if you release Karma and lower your MC 

consumption, you'll be able to altack twice in a 
TOW when your MC gauge is full 


410 Бе with КУБЫ, 

е dee han with КЫ bole 

tagcat 5 Mabinogion with Rl 
"ERA ge с 


С - 7 d <“ 
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*- How'to-use the Bestiary 


Ер JING FOLKS ABILITIES BY THE DATA 
= 8 The dgta is divided by hero and then further divided into the categories of Realm, Quest and Special 
> The FOIK аге listed alphabetically by realm. The information provided in this sample bestiary entry is 


estiar 


“Wesigned to explain each component of the bestiary and to help you understand all the data 


IFOLKS DATA INFORMATION 


BASIC INFORMATION: Name and picture of the Folks. In the case of 


the Rare Folks that only appear when certain conditions are met, it indicates 
this by showing Rare Folks in the area. 


ELEMENT: The element employed by the Folks. There are some 
Folks that, when fought as an enemy, may attack with another element 
as part of their attack method, To see which Elements they use in their 
attacks, see their Attack Data tables under As Folk. 


RECOMMENDATION: This reflects the ease of using this Folk. 


The more stars, the easier the Folk is to use. 


AS FOLK DATA: Shows the parameters of the Folk as an enemy as 
Well as the area in which they appear, etc. The meaning of each category 
is defined in the Attack Data. 


FIGHTING METHOD: Tips on how to battle against or an introduction 
on how to employ usefully in battle 


Alternately swings both its arms in a combo 
attack. Has an extremely wide attack жй, 
| with its attacks 19^ 2 even behind it: It 
1 you're surround @ о oup of enemies, 


owe & Cese 


Koes A Reeve € It ® Г th Fomore l ME и: you can use this altack to take care of alt of 
AS Id DATA: The parameters when the Folk is working for the hero as A ТООГО 
well as the conditions for or effects of releasing their Karma. The meaning | amdaww E i : ‚к 1 ai, effective at knocking down enemies ke 
of each category 15 defined in the Attack Data to the right. tft T2 [—S eT Е а 1 капча and Urisk 


RECOMMENDED ATTACK INFO: Shows the characteristics and pet eae ваний —— ie 
affects when you utilize their captured IDs 


AS ID DATA ITEMS 


LOCATION: Shows'enemy locations in the realms. For Quest and Special Folks, it also displays © CONTROL TYPE: control method when being employed. There аге а total of four types 

the conditions for capturing them. “Normal Type," in which you only have to press the button once, “Combo Type," in which you do 
consecutive attacks by hitting the button repeatedly, "Charge Type," in which you store up energy 
as long as you hold the button down, and "Rapid Fire Type," in which you continue the effect as 
long as the button is held down 


SPECIAL CHARACTERISTICS: туре and/or Range of attack 


HP: Enemy's endurance. When this reaches zero, the enemy falls 


ID APPEAR HP: when the enemy's HP reaches this number, the Red Id appears. For enemies 
With “—" displayed, the Id doesn't appear even when their HP is reduced. This sometimes 
requires a special element attack to reveal their Id. 


ID ABSORPTION METHOD: Control type used to absorb the Id. In the ld which do not 
&nter a special absorb mode are displayed as "normal" and the IDs which enter a special absorb 
mode have the special type displayed. The Absorb Time Limit is also displayed along with it 


NUMBER OF IDS: in the case of "Simultaneous Use," it is the number of IDs that may be 
called at one time. In the case of "Consecutive Use," it refers to the number of times you can 
call an 19 consecutively. The number value signifies “Initial Value to Maximum Value after Karma 
released 


HP ATTACK POWER: Basic attack power value that serves as basis for determining 


damage to HP. In the case of attack power increasing as a result of releasing Karma, it is 
displayed as two values as in "Initial value to Max value". Also, if there is no attack value 
a "minus" symbol is displayed 


MP ATTACK POWER: Basic attack power value that serves as basis for determining 


damage to MP. In the case of attack power increasing as a result of releasing Karma, it is 
displayed as two values as in “Initial value to Max value". Also, if there is no attack value, 


“Таня rnienlavand 


ELEMENT STAMINA: Basic value of attack power that is the basis for amount of Н 
P damage done. 


ATTACK DATA: Type of attack used. From the left, it says Attack Name, Element, HP Modifier 
(HP attack power supplemental modifier), Element Modifier (Element attack power modifier). 


DEFENSE VALUE: abitity to resist HP attack power. A value from 0-100% is determined for 
васп element and the lower the value, the less damage is done. When it reaches 0%, no damage is 
done. Some enemy's values may change during combat, but the initial value is displayed here 
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e 
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© 
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quite a long range and 


any range. Its 
from nearly any by continuing to 


ZCLEEEB ee 


CNN NUNC 


Slaps enemies from right to left. Has a wide 
KARMA LOCATION : attack range. It's als»powertul, causing the 
EMT E iR ы 4 IDs of enemies with low HP like Pouke and 
г Killmoulis to appear after just two hits. Useful 
both when you're taking on multiple enemies 
and when you just want to deal heavy damage 


t 


Best 


TFS 


lary _ 


Fur Needles, Pod ibus TOT can be a nuisance. It loosens up d app s | 
its tur right before the attack, ‘š0 move away from it when you see this. When you're attacking , 
it, go with a Fire-oriented Folk like Hinky-Punk or Volcano, attacking its elemental stamina. - 
Normal Chose “Range Field ҤЕ 
mE ۶ р 140 > 50 | 
| 


[- | "р 125 > 10 


Fur Needles is a powerful omni-directional 
| attack with quick exéeutiomand recovery 
Жуас. МС. ed by 5 


ыы, т МС. Uted by 10 + times. It's easy to deal multiple hits to 
ce | 4 2 
поша Avs orb 5 Bug С [Widens Е Нес t Field 


[Karma 1 [From beginning, Use 
Karma 2 Seke 1 
Karwa 5 


AY 


Fue. Tree | 


! enemies at close range, and causes heavy 
damage as well. Also, if you release Капта 1 
and 2; thereby reducing the MC used, itll be 
5 | к= | 2. easier to execute the attack in succession. 


fw Needles _ | 05 
fw Needles Wormi 5) | O25 


Releases fire from its tail, either in front of it or all around it. You shouldn't get too close to 
it, so attack it from mid-range with a Folk like Treant or Ogma. You could also attack it with a 
Folk with long range, like Andraste. It takes more time to defeat, but it's safer this way. 


7 


— 


Unleashes a quick Fire attack that can be 
=} strung into а combo'for heavy damage if all | 
i hits connect, It also works well with combo $ 
Re 25 г attacks from certain other Folks like Pouke | 
and Hawk. Alternating Hinky-Punk with them 
reduces the recovery time after attacks for all 


Karma ^ 
(Каи beginning 
үтә 5 ng. | 


[Karma 4 [Release 5 


! 
Combo Attack Level 1 | XI =» 1 | ҥй л | characters | 
3) Comba Attack Level 2. | 3 | da | 1 ] 
Н Combo Atisci- Level 5 fee T E 05 |: AA 7. s | 
| [Combo АНЕ Level Ж (Karma 72725 | 4 = 


remember that when it curls up into азай ЇЇ block all your frontal айа, 
so go after it from the side when it does tis 


Drndivectional Card 


‘er а mee 


When you're holding down the button, 
you'll block one анабк from any direction. It 
- completely absorbs any damage, but because 
кй only blocks one attack, it isn't ideal when 
= you're surrounded or are fighting difficult 
enemies. In cases like these, it's better to 
| avoid attacks instead. In principle, it should 
- be used against damaging one-hit attacks: 


^] Will lice with its bladed crest, and also rush with Dash Attack. Both cause heavy damage, 
‚50 stay back and wait for its Dash Attack. Once it uses it, block it by guarding. This knocks it 
over and leaves it open to an attack by Pouke or a similar Folk. 


2 EC 8] Mid-Range Single AW 
te ATTACK POWER > 75 
— M 710 


A close-range attack where Ogma slices 
x. | downward with its cfest. Since it rushes 
ius $ MP Attack. Foner. by 2 | forward before attacking, however, you can 


ЕШ +h z норе H 174 C EM launch it from mid-range and the attack will 


Still land. Also, the attack actually begins 
from when it jumps before it rushes, sa you 
can use it in an area with a lot of enemies to 

| rack up multiple hits. It's hard to connect with 
smaller enemies, though. 


Thrusts and flails with a tree branch, This Folk can be easily defeated with any attack in a HER 
one-on-one battle, but be careful when they appear in groups, You'll quickly take damage if Е 
(eS) 


d ‘you're surrounded, so attack them all at once with a wide-range attack like Poury or Bargest. 
"ow 
5 = A \ 

ona E "TÉ 
S i4. 4 y TY Rapid Frege d Short-Range Combo Atiak _ Ый 
woe” А MBER ( 2 a 20 > 28 eyy F | 
A Уй; {ў 21 Sn = 4 4 2 E pv ] 

+ Hr ] Its combo attacks have wide side range, 


; making it good for attacking multiple enemies 
[Conima Use +1. = | at once. Also, if you aren't locked on to an 
———} enemy, you can freely control the direction of 
- your combo attacks after level 2. When taking 
on a group of enemies, you can forget about 

| locking on to individual enemies and just 

! control the attacks yourself 


Releases [Defeat 5 берса with Poke Палене HP АНЕ Fior by B 


CT" о its trunk. This 
AE viua eer 
nt pagan 


enemies. Its precursor 
earthquake, where it raises 
ven hits enemies I 
down flying enemies 


Ум. #1 against groups of 
ver by | movement to the 
— its hammer overhead, e 
the air. Use it to known 


like Andraste 


174 


Will rush forward and scratch an enemy 
ВЕСТ Щ with its claws bringing Keats forward with 
peck ar MOL o o it. It's safer to have Treant attacking from 
ve ; mid-range against enemies like Poury that 
deliver powerful close-range attacks. After 
it rushes, immediately pull back from the 


Fires Machine Gun while button is held 
down. You can continue firing until your MC 
gauge is depleted, and you can change your 


To "bcorb T4 Я Жы. 2 
i re i э» firing angle 60 degrees left or Fight while 


Shooting. However, you can't turn directly to 
: the side or behind you after you've started 
firing, so you should go and stand With your 


> c 


These frequently appear with Hawks and similar Folks, making it hard to concentrate your 


c» attacks on Brummbear. First move away to where Brummibears attacks can't reach you, then 
® one-by-one take out other enemies who approach you. After you ve taken care of all of them, 
R attack Brummbear from outside its range with Bullseye. 


Normal ыйа 


ҮРЕ | ар ёзге}, REE 
| 45 » 5% 
45 > 55 5 E FEX ER Б 


Fires shells їп ап arc from the cannon оп its 


— n i2 back. Its long recovéry time after the attack 
é E (Karma 1 [From beatin |А 3 Bre w ix _ Pec rexe MC Иса by S ыл 0 

EE Karma 2 [From Беит Defeat Brumibear (increases НР à МР HEE Булу bu 

ҮР, Чыч ( k +, — 5 t 3 iD + ря $ 


| is a downside, but the upside is you can hit 

1 multiple enemies with the blast the shells 

- make after landing. Furthermore, it can even 
knock enemies down. Use it against enemies 
that appear in groups; like Hawk and Asrai, 


z 
[Defeat 10 Folks with Érwwwbeor [increases HE ¢ МР Attack Power by 5 
[Defeat 2 Gergana with Brmbear [Increases RPE MP АНЕ Pwer 


| 


per rifle rom long-range. Often 
[23m "to charge at you and distracting you while Bullseye fires at 
pas Bullseye first with a combo attack Folk ike Pouke. 


me 7 sae 
72-4 Continval Uses $ Ё d5— 


hol ЕТА m = = | 
A long-distance attack where it shoots а 


target in front of it, сап fire successive 

| shots for combo attacks, Its HP Attack level 

| is low, but an advantage is being able to deal 

| damage while staying outside of an enemy's 

attack range. It an enemy gets close, evade 
around behind them and start shooting again 

ac | after you've moved away from them 


17% (с=с == а ан TREET + 


| AA-DEARG 
EEE EEE 


Does a combo attack with its long javelins. 
Has a small side-attack range, but its reach 
enables it to hit enemies in front of it who are 
a slight distance away. You can unleash up 
lo 4 hits by releasing Karma, useful for when 
you want to deal a lot of damage at once. 


Е 


I GARGANTUA _ 


| 


Fires a shell in front of it. The round follows 
an arc, exploding where it fands causing 
damage to nearby enemies. It’s useful against 
flying enemies, 50 be Sure to get a fel for 
the right distance from where to use it. Also, 
since it has long execution and recovery 
times, you should move away from any 
nearby enemies before using it. 


+ - жа 


Charges at you with its bayonet held out in front. They can be easily avoided by moving IO 
the left or right when facing one of them, but its harder to avoid them when Bullseye gives the 
order for a group of them to charge. In cases like thal, take out the Bullseye first. 


i 
Does a combo attack where it slices enemies 
i MILEAGE UU : у= РЕ : 2 in front with its bayonet. Its speed and 
5 В Ts Т ent onfinsl Uke = multiple hits means you can deal a lot of 
ر‎ эө е! З ов Аш MB TEE zw AE Fear 5 ; damage in a short amount of time. However, 
its side-attack range is small. You can make 
or this weakness by using it with Folks 
Combo Attack Level 1 E Ds | =т= | 2 wih wide attack ranges, such as Bargest or 
; ; 
Zoo AE Lael © [o TT | E -| Bug-a-boo 
Combo Attack, Level № (Karma 2) 033 - 3 


1 [From 
2 [Release 


г 
Верх. > b 
xc 2 [i e _ Green C 


teginning. | Absorb € Fan ot [LX 
Ke 5 Green | 3 


3 held down. Unlike Kitimoulis, you'll continue 


Quard ac 


lo guard as lon 


0 as you keep the button held 


down. However, since yOu cant guard side or 


Guards all frontal attacks while the button is | 


172 


‚з 


VOLCANO 


4 


Э, 
Í 


Shoots a stream of fire in front of it. A single 
hit doesn't do much’damage, but you can 
continue to use it while the button is held 
down, until your MC gauge is depleted, 
allowing you to deal continual damage. You 
АТОС we ир moore BENOIT мане " can also change your fring angle 60 degrees 
[Pre Stem | O& | — Oe | ива left or right from where you started aiming, 
tng ttt es ey 
| ёз e 


Creates a sheet of ice by swinging its hammer 
down on the ground™Attacks in all directions, 
but because the motion with its hammer 
doesn’t count as рай of the actual attack, il 


use 


an 


ing Fire of 
чолы enders al айа efeciv and yu atack ivi sone ове an 
cides ino a maximum o four copies of ise! пон 19 EE 
is to freeze it with an Ice attack, then attack it while Irozen with а 


Anni, and for Destroy а 


50250 — 


Creates а barrier around Keats, reducing 
———À damage taken. Use йїп cases when it's easy 
Е ГЫ я | to incur a lot of damage, such as when you re 
"s ES : Š | E - = x : HE | T" | surrounded by enemies OF are taking on a 
ج‎ | | — Folklore. However, it only lasts 10 seconds, 
so use it intermittently during longer battles 


XXIII 


Fires chunks of ice with its ta. The chunks are pretty slow, so you should be able to avoid 
‘them when an Annwn is on its own by moving left or right, but they're harder to deal with 
when a group of them fires at you all at once. [n cases like these, force the group to disperse 


МИИ: а zo 


Close-Range | Combo АН Е 
15 > 20 - 


8 


Fires a chunk of ice in front of it, Not only 
E PL can it unleash a rapit combo attack, but it 
ў онаа Ue ri 1 j | also has pretty good range, allowing you to 


[increases НР МР АНыЕ Power by 5 - 
heres "HE МР Attack Foner by | comfortably deal damage from a distance. 


The ice chunks also pass right through 


ПО. ЗИ И tana ral 


| enemies at once if they're arranged in a line 


Does а combo attack with its spear, Has 
relatively long reactor a close-range attack. 
When facing an enemy that also performs 
eei [eek ЭГЕ А with EE close-range attacks, you should attack from 
outside the enemy's range, at a distance 
NAME га where the tip of its spear will just reach them. 
Atak lee [№50 You're forced to-use itin the Lost 
Бај IT ар | Annwn quest;so you should build it ш. 
MET aS CFE Pape ЮРТ К oe PON j рай of the game. ~ 
т 2 Р - = wd - ad apo а 


}е10ге ус! Ti to tha 


BLAUGHISKY = o 


| LOCATIONS 
| ID ABSORPTION METHOD ашам 


AVIACK NAME _ BEMENT — NP MODIFIER + ELEMENT MODIFIER 


оета 


50% 


Shoots а chunk of ice into the air, The 
Tad 0 1 di i 
E златан tlne e 
[increases HP г v HOE MP AREE Ter is ; : s 
5— ежи HP М Ане Paver hi] aim, but by releasing Karma you can increase 
the number of chunks; making it more likely 
you'll hit an enemy. Use il to keep flying 


[Mid-Fangs © fid АКК | 

20 > 50 ў 
[Normal ы | [^ у ! 
earthquake In all directions. 


Unleashes an € t 
cking down any nearby enemies | 


also Kno 
tto 
it has Quick exec ution time, 30 use itto 
ин V 

down € e enemies < and esc 
pg Its 


that of Рогу. another Earth 
that are 0 


ape if you get 


MC Used is also lower than 
Folk. A good ГОК 
nly damaged 


from Ред. |, 


to use cam enemies 
Hack 


by Earth attack 


жара: Sl aad A cula M ek o B pe Fa аван 
"уон, о attack it with Hinky-Punk or Volcano to finish it off 


Fires a powerful ice bomb at enemies 
| Continuing to press the button will build up 
| power and increase the аНаск$ effect field, 


Karma 1 [From be nnns [Defeat 15, Folks with E [increases xd МР Attack Tower. by =: 


Karma 2 [Relea се." 9 йез gae with 4 

Kawa & (Рим сатта ike 5 Cold Pree МК ۴ tr бале ги th iê 

Рут 1 [Кее ® OU 1 olden Ove allowing you to hit multiple enemies with it 
1 2 


However, as you can't move while charging 


| make sure you're a safe distance away from 
2 А 5 "a Tu] 1 | Д | 1 апу enemies before you want to unleash а 


ke Бом 
charged attack 


| 
j 


122. 


SS => ma 


of it. The attack con 

putton is held down, and you Сап и. 

ees left or right. Usefu 
attack on 


"9999 


Creates a pillar of ice in front of il. Has quick 
execution and recovery times, but it uses a lot 


P E EA кш СМЕ АЙЕ Ter ET of MC, so it's hard to use it continually. When 
Кене Festo So ascot FEE и you fist get Seki, release Karma 1 so you 
can lower the MC it uses. Once you do that, 
even a level 4 combo attack won't deplete 


PSs wer 
ТМВ EFT E EM A LUN. = 
CS VAR EE SE DEE) LEO ES EET EEE! 


ENDLESS CORRIDOR 


Аас with the swords on its arms. The Spin Cut that it unleashes after its right arm 


‘ ‘glows is particularly dangerous, and any attacks against it will be ineffective cx 
aru attack is complete. You'll be overwhelmed at close range, so attack it from a distance 
5 7355 HÀ : Bullseye or Brummbear ж 
E i 
| $. hss | е [qme -=— — - F 7 " с Combo АНЕ = 
deme > [Кәра Tress = س‎ > zz 
s. o MA < = 2-3 Сото] Uae a = 
се s | 2 — One of the few combo attack Folks with а 


Slash elemental. Sifice it doesnt consume 
| much MC, you can unleash all 4 levels 
[ MP Asc Power by 2 of its attack without depleting your MC 
MP Attack Ffower m £ 
=> gauge. It does have short range and long 
execution times, but it's a valuable Folk 
1 | in battles against enemies like Spriggan 
T | and Fleshrum, where you'll be using Slash 
1 


| [з а 4 == 
А i аА 
me re ee Bram m НЕС МЕС elemental attacks a lot. 


Nay, | 


1 
{ 
T 


тч== 


mu Sall Welds a Short sword in each hand. which it uses to attack. Not a dangerous enemy when — 
n pe 2 its on its own, but it often appears in groups, which can be difficult to handle if you get 

A ter | surrounded. In cases like these, use an attack that knocks them down, or a combo attack Folk 
: $ like Hawk, and take them on one at a time, 


[Rapid Fress Д | СНА $ Cloe-Range Combe АНКЕ 
2-5 Сотта Ues _ > 3| 26» 2B — 
К = = ج‎ 


Unleashes a quick combo attack with its 
swords. lis HP Attackelevel’is high even when 
[Кэт Бе tS 1 — | you first obtain it, allowing you to make use 
E E EE мт of it straight off the bat. It also has wide lell- 
right attack range, letting you take on multiple 
enemies at once. Its shortcoming, however, is 
| its small range. Its level 4 Jump Cut is pretty 
р ——| hard to connect with as well, so you could 
184 i г _ even avoid using it altogether. 


wr nval Ue + 


Сотта! Uc 


Raises its fist in the air 
к then slams it d 
into the ground ве 


w 
HP ATTACK POWER coo MP ATTACK POWER 


Drops a weight in front of Keats, unleashing 
a shockwave around. Its damage is lower 
than that of Padfoot, another Earth elemental, 
but it is a mid-range attack, allowing you to 
hit enemies further away. Switch between the 
two depending.on the distance between you 


| 
EL. I-A 
IR i ee 
* Г 3 
y 
mp ES: = 
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— [EM but its HP Attack level is extremely high. Its 


А ck fover bn 7 
ck. 


Fener by 1 | MC Used is also low, making it easy to use 
continually. Perfect for one-on-one battles 
against slow-moving enemies Luideag's 
— = | Combe attack alone is Enough to quickly see 
4. — | Many enemies off 
1 = 
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pe Attacks by causing an earthquake around i. Not only does it last a long time, but it also 
< 394 knocks you down, so il isn't а good idea to take it on at close range. Use Volcano irom ГУЛГО, - MEI. 
T outside the earthquake's range instead. ad = 
| C | 
ре ЕИ 


ammor — 
DAE Ww ‘ 
S те REUS) | 


۳ м Chose-Range Field Ahk — 
Жуз > =: | 
PZ MT 


Causes an earthquake in front of il, knocking 
down any enemies ifpits path. Its range is 
НЫЕ Fewer by 4 | actually bigger than it first looks, allowing 
92 — — you to easily hit enemies a considerable 

_ distance away from you. It also has quick 


— —  wuusw — 5À(Tü wwonm нм ш 007 fire extremely useful when уоште 
: | : Eve | taking on a group of enemies. It will also 


2 
= deliver two hits at close range, causing plenty 


— of damage to boot. 
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still have MC remaining, butas it 
‚ you can't use it 
all the time. Time your use of it with enemies “SS 
you use айе MC as possible, 


Thrusts in front of it. Has a small attack field, 
but offers long rang@and a high HP Attack 


i LOCATION RELEASE CONDITION , HUE 
fema - OL К та M UE EO exe. МС Ud i з |] level. It also knocks enemies down, perfect 
e ER йрке EE E Y) for one-on-one battles, After you've knocked 
them down, use Hawk or ВгоПаспап to follow 


up with a combo attack. 
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| Falk 
Behave like Beithir, so Ie strategy isthe same. Get eid it and atack wth acon FO 
e Hak or Brotacan. Hower, when it appears wih Boggart, Boggart wi! OP! yout 
when you attack Baogyis For па reason, you should take out Boggart 


у Е 


соф 5 В 
from Pens Wetes? 20 Р 
egeat а 
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: [25 > 55 Swings its sickle from side to side in a 
D'UNE “obo attack, Terd slightly long inten 
, | : — Гонта Use 1 between attacks, but it has а wide attack field 


ever b4 5 | and can hit multiple enemies ata time. You 
unleash a maximum of four swings by 
though because the allacks | 


can 
releasing Karma, 


an't very Strong, one | 
in levels 3 and 4 arent very strong, on | | 
| T 1 m cking with levels 
< = | 1 l ; ] ] | о just stick to attacking WI j 
жекке у LHP р геше. | 
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‘ts Sickle Throw is its most dangerous attack. Not only does it deal a lot of damage, but it - 
also knocks you down. First thing you should do is attack it with Poury or Padfoot until you = 
knock it down, then continue to attack it with a combo attack = 
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Flails with its sickles as it rushes forward 


_ 1 It covers a long distance, so it can be used 


Karma 1 [From begining 


> a H-H to closet ) between } Í 
srs 2 КЕ by 2 | 10 close the gap between you and enemies | 
Karwa $ |Kelexe 2 by 5 


You can also follow it up with a combo attack 


with Pouke or Hawk, making it useful 


Karma 4 [From beginning | Defeat 
З N 


hen 


you want to deliver a lot of damage at once 


0.5 | 2 as well 


188 = = 


Launches а kamaitachi with slow speed 
K a ig SE atk E T T A iter ТТЕ ак ые: E бл IR hei. 
[Karma 2 |Kelexe"1 Зе 5 Twp РК [кәс НЕЕ MP Attack Power by 2. | enemies, so only use it against large or slow- 
Korma  |Fekxe 2 (Absorb 5 Behr lS Coda Ue ^1 — Ч movi м the 
(Korma № [Reka 5 [Defeat 20 folks with Bedhw Соб Ue *1 — | Moving enemies. YOU also Can increase 
number of attacks by releasing Karmas 3 and 
4, letting you deliver heavy damage in a short 


А 
E 


E — 


A quick combo attack, though its HP mee 
\evel is lower than tfiat of Hawk or Bro i 
The best part about it is the fact that yoo 

сап ultimately reduce its MC Used to 1 a 
releasing Karma. If you do that, meres 
use your remaining MC to unleash its p 
attack even aller youve just used a Fok 
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head sticking out. Attacking that “И 
ound, wth attack effective against it. Is visualy |— ——— —À 
Similar to Mandragora, but Coblynau has more attacks. Take it out first with a combo attack =) 


Hits the ground, Causing an earthquake in 
front of it and knocking down any enemies, 

| Similar to Habetrot. except Cobylnau's attack 
| has longer range. If you're going to attack 
enemies from long range with Bullseye or a 
similar Folk and want to play it safe, first use 
.| Coblynau to knock them down 
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‘Rushes at you while actively pursuing you. Evade it left or right, then immediately move | > Stats changes) 
Я behind it and attack it with an Ice Folk like Annwn or Exedra. Durandal will then be frozen and 400 2 а o 
‘you should attack it with an Earth Folk like Poury or Padfoot. 


ong Range, Field АНЕ 2 


Fires a fire shell in front of it Causes a large 
E | explosion when it lads, hitting any enemies 
$ | within its blast radius. Has high attack power, 

5 | causing plenty of damage. You can increase 
M its attack level even further by releasing 


Karma, in turn causing more damage. 


[Karma 1 [From besim 
[Karma 2 [Release 1 
Karma 5 [From beginn 
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Alternately swings both its arms in а сот 
attack, Has an extremely wide attack d 
with its attacks landing even behind V 
"te surrounded by а group of enemies, 
you can use this айак to lake care of all of 
them at once. Il can even hit enemies in the 
А air, effective at knocking down enemies like 
a crei 
тат GET ۰ 
> fee 1) г „йкы as RERUM 


B KALMIA 


5” > >; r 


7 еоовее 


Has a small attack field, but can connect for 
KARMA ERU us FEROE IN — ъа нет А а maximum ot 3 hiat close range, leading 
[Karma 2 Release“ 1 - [Че 5 ТУРЕ PER to big damage. The trick to increasing your 
hits is to use it after you've backed the 
enemy up against а wall. That way, even if 


HP MORIREN —— " the enemy is thrown: баск, the wall ensures 


в they dont go anywhere, allowing you to 
gummi ym 
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the flower on its head will 
though, so Quickly 
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| | IU em sone 
| | | Rushes torward into à combo attack. Has i 
$ TETTE >} of the longer ranges among combo ue. 
| х д — useful when you're fighting an enemy ы 
: am | t or Kalmia 
GM —Abcorb * Mandragon - ont НЕЕ ИЕ 2 | short attack range like Boggart or = 
` 3 5 ort S Млава j б ' 4 ^ However, since it has à narrow left-fig 
| attack field, its difficult to attack multiple 
it when you re 


| enemies at once Don't use 
4 taking on a group of enemies. 
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[Bild Brilon, Toner of ене 
mE 7 


d 
| 


ОЕР ва flying enemy, so first use Selkie or Aughisky to knock it down, After that, attack it with 
bs. , the Fire Folk Hinky-Punk. I's difficult to evade Uthgik’s Scratch, so once it makes its sudden 
e descent, use Guard to block it, 

Pvt 

ү 


Fires a long-range ice shell in front of it 
Since there's a slighbdelay'in execution time, 
LHP MP Attack over by 2 | De sure to use it away from any enemies. You 
c HP С МР АНЕЕ Ter by ®,_] Сал only fire 1 shell at first, but this goes up 
lo 5 if you release up to Karma 3, helpful for 
attacking groups of enemies at once 
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Flies high in the air, 
with an ice Folk to 


1-% Continval Uez 


= 
iL A 
ire shoots dp from the landing area, A 
-| dealing damage to any enemy that touches E 
— | It It has quick execution time aS well as the A к 
ability to fire multiple shots You can only fire ‘ € 
One at first, but releasing Karmas 1 and 3 will ¥ 
let you fire up to 3 shots. | 
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‘Until you destroy its armor. only Destroy elemental attacks are effective against it, Stat by (Desho 150 > Armor breaks | ~ 
"attacking it with Ga-dearg or Fomoire from behind i, where its hard for il to counterattack. ГЕ 
‘After you've dealt it a certain amount of damage, its armor will come off, and from then on any 

| elemental attack will work against it. You can finish it off with Hawk or similar Folk. 


Normal “ ERIS TIC: Cloce-Fange. Single АНЕ 
ww f a un Rd ба ы 


Raises ils right arm, then slams it into 
LEASE: М А the ground, creating'a pillar-of fire. Т 
a иш, - — - grou unge p j h 
Е: Е thee [Dees zd = — | raised arm and fire pillar can both hit flying 
| | enemies, making it extremely useful when 
fighting against enemies like Protla, Protea, 


| to the ground if it connects 
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Goagie transtonns:into Amaryllis itits HP reaches 0. It moves between the air and the 
ground. attacking with Ice Dust in the air and Ice Sword on the ground. Attack it wih 
Agapanthus, whose attacks can reach both areas. Сай 


E m 


Normal =з " = 
= E سيا‎ Close -Range Fi Fiela Attack 


2 e а z mma. SR swords around it as it attacks 
| Eu - | утаган | y enemies. Thé*attack begins as soon 
z а= & же | as the swords appear, immediately attacking 
| jm all directions without hesitation. You can 
increase the number of swords by releasing 
| Karma, making it easier to score extra hits 
-— against enemies when they ге against a wall 


ke Swora مر‎ TN | 
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Bergamot, with their appearances and 
Milius ae ‘you should take 
Brummbear, then attack it from long range 


Frequently appears with 
‘to one another. Since absorption 
peer 
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Rams enemies in front of it, with it having | 
ПИШ one of the longer ranges ofany short-Range | 
2j attack. Its quick recovery time also allows 

kl | you move straight into your next action. 

— When you're fighting against enemies 

| with powerful close-range attacks, like 

"| Agapanthus, attack them from outside their 


J attack range with Ammobium. 
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Vacuum Blade has.a range of approximately 

KARMA LOCATON _ RELEASE CONDITION p wm eel || 180 degrees in fronf'ef it. Since Keats steps 
Кет 2- [cbe Eleea Hs wath. аана Therese RP WE АЙЕ Teer fy =| forward betore executing it this gives quie 
enemy it connects with. This is one Folk you 


definitely want to make use of when taking on 


Launches three fire shells in 
Create pillars of fire When they land. The 


front of it that 


rounds follow an are, so 


‘Te diffi 
hit smaller enemies with. ү, iam 


; if you're 


poum 


which burns the surrounding are 
me combat. it can stil reach you wi 


aam 
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Fires a laser trom left to right. As itt has a long | 
recovery time, use ifto ir Yercept approaching | 
enemies before they reach you. Also, by 
releasing Karma you can make an already 
powerful attack even stronger, to the point 

where it has one of the highest attack levels 

in the дате 
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‘You can deleat Goggie without being attacked И you attack it from the side or rear, The 
A problem is not only is its Id appearance HP level low, but if you deliver too much damage 

and its HP hits 0, it'll transform into Amaryllis, In order to absorb its 10, use a Folk with a low 
attack level, like Pouke, and keep damaging it little by fite. 


Has pretty slow execution time for a combo 
attack Folk, though its high HP attack level 
makes up for it. Furthermore, not only does 


: it have a wide side-attack field, but it's also 
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yossible to freely control the direction of 
ttacks after level 2. A perfect Folk to use 
Tack. Love 


“А against groups OF enemies. 
tack Level Z = 
Level 5 {Karma 1) 


Combo Attack Level 4 (Karma 2 
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Launches a blast of ice from its mouth while 
=} the button is held ddwn. It has a lower attack 
by 5 | level compared to Kraken; which has similar 
abilities, but it uses less MC, Releasing 
Karma will also give it the same size attack 
" field as Kraken, so once you've built it up, 
Unlisted ^ | you'll want to stick with Protea. 
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Flies straight in the direction you're facing, 
сы: — RELEASE CONDITION nu BET ramming any enemlles in its path. It has 
еа liia ааа jf — —-1- Е — — pretty long range, but its left-right attack ES 
pem i Корж £ [Akat 10 Н ПА miles vemi | field is relatively narrow. You can make up t 
for this, however, by releasing Karma, which S» 


allows you to unleash a maximum of four А 
ATTACK NAME HF MONASI —  BEMENT MOUREN ит 
р 1 attacks at a time, The units line up side NS 


a e НА. 2 OR 
Кези TT TN EET Y CETT NER by side as they fly, enabling you to attack. 
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A long-range attack where it shoots out a 
shadow in the form ota hand in front of 
| it. This attack follows enemies as it flies 
с ша = through the air, making it easy to hit agile of 
— small enemies. However, its extremely tong 
recovery time means you should always use 
ita sale distance trom any enemies. 


S QUEST FOLK 
a O 


Unleashes a vacuum wave in front of it with 
the crest on its head. Not only is its range 


. | extremely long, bul the attack also passes 
through any enemies, However, its narrow 
left-right attack field makes it difficult to 
strike a lot of enemies at once. You're better 
- | Off using it to take out enemies one at a time 
rather than trying to hit a group all at once. 
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Normal к 1 CHA ТЕШКӘ Range Fic АНЕ |S 
= BELT Qo. = | 22: 
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me КЕННИ i di > d کک سے‎ ) © 
Jumps forward, unleashing a wide shockwave гч 
| when it lands, Has a high HP Attack level as M 
- well as low MC Used, which Сап be improved 
1 even further by releasing Karma. If you're 
facing an enemy weak to non-elemental 


attacks, you shouldn't have any real problems 
| with this Folk 
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Rushes forward while releasing an aura around 
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lodes after traveling a certain 4 OD 

| hen explodes red s Ng №. 
Ыз] —] if you connect with an enemy at close range А L4 

— ап rack up multiple hits. However, Keats Î E 

dragged forward with it while it rushes, with 

- you temporarily unable to control him, 50 dont ы 

== | use itin acrowded battle. 


Mid- -Range Field Aik е 
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Hits the ground with its fists, causing an 
earthquake that delivers multiple hits. By 
| charging energy you can make Yarthkins 
grow to a maximum of three sizes, increasing 
the number of hits it delivers. Charge energy 
before an enemy approaches, then unleash 
| the attack once its close. 


SFECIAL FOLK 


ALPHARD 


Thad ә Гасот containing. over 4500 Dungeon Бик in Dungeon Tra Mode 7 | 
[ре Breath Е; ©. = ES м чо 


By charging its attack, you increase Из attack 
] field, factor, and hits. Charge up while you're 


ака [Charge Level by 1 : 
br. а. ay! БЯ Ther усе —— | away from enemies, then unleash it once 
ee MEN А idu suede: Е Бе Бене —— they ve entered its attack range. When you 


- бо, wait until the enemies are as close as 
possible. Using it at extremely close range 
leads to extra hits. 


COLLEK ANDE o 


BIAN > QUEST ү: we 150,000 Caphwe ; n ж 7 — 
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Rushes forward, knocking down any 
= ы enemies it hits. Can hit muitiple enemies 
falas: | lined up behind each other. However, since 
] Keats moves forward with it, it leaves you 
open to counterattaek if you happen to miss, 


Use it when you've locked 0n to enemies in 
front of you. 


M ACC 


Гасне 50,000 Capture Fonts in Dungeon Trial Mode 
IRACTERSTIES С ^ АНЕ evel z E Se 


Unleashes a high HP Attack level combo 
| attack. Its level is slightly less than thal of 


[Attack Lue E | Rannunculus similar attack, but Duergar 


aire ке. Ше. s i-—— | consumes less MC. Its level 4 attack can also 
knock enemies down. Duergar is probably the 
easiest-to-use combo attack Folk. 
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VALIANT оет E 


00,000 Capture Finis m Duggan Trial Mode | Has both high HP and MP Attack levels. 
- Fires the big cannon on its back, causing an 

explosion around the area where the shell 
lands. Unlike the similar Gargantua, Valiants 

{ Shots travel horizontally, making aiming 
easier, However, your shots won't land if 
you're too close toan enemy, so give yourself 
some distance between you and enemies 
before you use it. 
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CLOAK OF SIDHE 


Special cloak from the Faery Realm 


FAERY CLOAK 


Special cloak that allows the wearer to travel to the 
Netherworld 


Resists Bond ё Sleep 


CLOAK OF THE 
MIDNIGHT SUN 


BATTLEFIELD CLOAK 


Special cloak from Warcadia 


Resists Destroy ¢ Slach 


CLOAK OF THE DEEP 


+ Special cloak from Undersea City 


Res j sts Wate r 


ЕТ 


Ellen id Ellen p 
Help the famous, SAPP о Com] а Bulle no. 
ihe Gig Е, hold a concert. due s т и МВ exit. 
сав Defection 


LEVA 


Summary: Speak to 
Scarecrow, Frizzie, and then chat 
with Charlie. He'll ask you for a 
reed carved from Faery Wood. 
Keep walking through this area 
and you'll find a Faery standing 
near the giant tree. He'll give you 
the Faery Reed. 


Battlefield Cloak Summary: Bullseye wants to 
defect from Warcadia, but he can't 


do it alone. You need to escort him 
out of Warcadia and past his former 
comrades. Keep his health high! 


| PARES Erterminote Bargest 


Summary: Return to the Road 
of Daru to find the Bargest. Go Reward 


north from the entrance to the 7 ^N | Summary: The Machine 
Faery Realm and bear east. Youll Yellow Dust Soldiers are blocking the 
Bullseye’s way, so you must help 


fight a total of three Bargests. 
clear them out. Attack the Patriots 
from behind to soften them up. 


DVIS 258 


Summary: Charlie has a little Suit ема ө 


problem. He's been possessed by x : 
| lockin 
the emotions of the dead. You need SUME AR Decking of 
: Bullseye’s way, so you've got to 
to help him. He wants you to calm 
help clear them out. Attack the 

down Renaldo so that he can rest X. 5 

А Patriots from behind to soften 
peacefully. Find the Faery who has ert 
the perfect gift for Renaldo's son. р 


at Brummbear 
Bullseyers using. only Warcadia 
çoldiers. 


Request 
Reward Summary: Bullseye, a 
Warcadia war group, wants to 
playa prank on their CO. If Keats 
can beat Brummbear using only 
Warcadia Folks, they'll succeed... 


NA Green Quartz X5 for once. Revenge is such a petty 
motivation, isn't it? 


CHAPTER 3 


\шге тот 
Below MESE ша 


Summary: A Faery lost 
something amongst the Folks in 
ihe Undersea City. The Faery will 
give you Picture Book pages if 
you find it for him, so get to it! 
Fight the Hobbledy, Dracae, and 
Asrai hordes to get the item. The 
1 Gargantua works wonders. 


Unmask the source of 


| Underçea City 
4 Picture Book Page 3 


Yellow Stone 


Unmask the GoW ce of 
the voice from Fhe; «э. 


Summary: A Faery lost 
something amongst the Folks in 
the Undersea City. The Faery will 
give you Picture Book pages if 


Belowlthe Seal 


«559 you find it for him, so get to it! 
$ ^ Golden Ore x2 Fight the Hobbledy, Dracae, and 
S Asrai hordes to get the item. The 
- Careen Dust x2 Gargantua works wonders. 
a! 8 m 
AJ 
) Exterminate 


Malabartews. 


Summary: A Malabaricus went 
wild in the Undersea City because 
its home was disturbed. It's deep 
in the swamp right now, so the 
City is safe, but you should pacify 
it before it comes out again. Find 
its nest and take it out. 


Rare Folk 
Coropuna 


Go to the base of the 
Faery rece using. only 
Bugaboo. 


Summary: Keats's Bug-a-boo 
Id is feeling pretty homesick. You 
should take it back to its home at 
the base of the Faery Tree so that it 
can have some fun. 


from the sea: 


Summary: An Annwn has 
been separated from the herd and 
needs to be reunited with the rest. 
Can you take it to the Forgotten 
Palace? Annwn are shy, so be 
careful which Folks you use. dl 


~Rare Folk 
Tathlum 


— 
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CHAPTER 4 
Ellen 


mnhanatophobia 


Ў CF) Green Dust x5 
е (аз) Yellow Dust х5 


find medicine undersea 
to treat overdvinking- 
pub landlord. 


Summary: The barkeep's niece 
wants you to go and get some 
medicine for her uncle. He's been 
getting really bad headaches. 

The elixir that he needs is in the 
Forgotten Palace. It can heal all 
ailments, even a hangover. 


с» Furple Dust x3 


== 
— Find ovt about how Vr. 
Оси PETE Lester took Herve a 


a6 8 patient. 


Summary: Doolin’s clinic 
would appear to be too small 

to give proper medical care to 
someone as sick as Herve. Why 
did his parents allow him to be 
treated there? What is the story 
with Herve and Cecilia? 


Undersea City 


s Picture Book Page 


©) ЖЕ 


Solve the mystery of 
the letter and d i 
location indicat 


Summary: Keats receives a 
mysterious letter with no return 
address. Figure out who sent it 
to him and what it has to do with 
the Endless Corridor. Traverse the 
maze and retrace your steps. 


Green Dust х5 
Yellow Dust х5 


Furple. Dust x3 


Summary: Wilde has been 


Do all of us a favor and get that 
thug out of our hair. If you need 
it, one of the Folks may be able to 
help you. 


Warcadia Fictvre | 
ЕЕЕ Book Раде 5 i 
Q Ruby | 


Ellen 
fi b 
“теси апалпе dreame re cated b 


ovt if Charlottes 


ud 


Robot 
Fulse Tree Nut x5 


P» Cold Tree Nut х5 


Summary: Charlotte has bad 
dreams every night. The pub 
owner is getting pretty worried, 
So he asks Ellen to help his niece. 
Visit Hellrealm and discover what 
her problem is. Fix it, if you сап, 


Determine the | 
| Voices of cause. of Charlottes 
\ Vengeance nigirtares- 


чт; 
Summary: Charlotte is being 
influenced by the Netherworld. 
Visit the Endless Corridor to solve 
her problem. Look for the non- 
exploding Memory Stones to light 
your path, 


2 


Green Qvartz x5 
ن‎ = 


What of the academics 
lover who went to the 
Netherworld? 


Wrne]pioneer 


a Endless Corridor 
ац Pictwe Book Page | 


Fwple Stone 


Summary: O'Connell can't 
forget about his dead girlfriend. 
He wants to know what she saw 
when she put on the cloak. Go to 
the Endless Corridor and figure 
out what she was doing. Perhaps a 


SS 


causing trouble around the Henge. 


Folk there can help you out? 


Caton three = 
Мапйгайота ОЛЛО within 
the time limit: 


the:Delicacy; 


- 


42777177 | 


Summary: Ganconer needs a 
few Mandragoras for some food 
that he wants to serve, as they 
make excellent spices. Capture a 
few for him, but make sure they're 
alive and kicking. 
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Rare Folk 


| à Arindylow 


Dicband the. Vrisk 
gore 


UriskiGathering 


Summary: The Ulghters meet 
at the watering hole in Hellrealm. 
You should teach them a lesson. 
There are way too many of them. 
Clean them out before they 

overpopulate the area. 


Rare Folk 
Alhazred 


Summary: Frizzie has a crush 
on someone and Jimmy is super- 
jealous. Keats should calm Jimmy 
down before he does something 
rash. Even better, Keats should 
find out who it is. 


ВИ Picture Book Раде 2 


Emerald 


vt and 
e bottle. 


at Bo 


Stolen Botti e retrieve 
ат 

Summary: Ап alcoho! 
shipment was stolen on its way 
to the pub! Rumor has it that a 
Boggart attacked them. Can you 
do Ganconer a favor and get it 
back for him? You only have four 


minutes, so get to it! 


Rare Folk 


Langelaan 


Use. Bones and Rese Suzette from 


UL ‘Beithir руне n иН || realm. the Netherwor + 
чаң Summary: Keats’ Beilhir 
єй Rare Folk ААА На Summary: Suzette is still out 
7%) - suggests that you take it out and cold. Will you help? Go to the 
Yar thkins give it some exercise. Take it on -. Netherworld and rescue her. It is 
a stroll through Hellrealm and nearly too late, so you must hurry. 
slaughter anything you come across. Keats wants Ellen to find out why 
Suzette committed the murders. 
Use Beithir and sub- 
кыдо to defeat man id 
kç in Нем. Determine the Td 
PB ect Dark: about Suzettes past ? 
p urder. 
Summary: Keats's Beithir the м 
| Id looks a little unfit. Ganconer | 
. suggests that you take it out and . Summary: Suzette is 
| give it some exercise. Take it on emotionally damaged and has 
= ©) Yellow А. 2 stroll through Helrealm and fallen into a coma. She was 
| slaughter anything you come across. haunted by the memory of her 
as dead family when she came to the 


village, and it must still be holding 
her back. Investigate. 


س 


Defeat Bouga invaillea 
without one 
Telantheva. 


Summary: The Bougainvaillea 


CHAPTER 7 


х m terminate the 
Beast en Gladiolus. 


ie con ; Кис ИЩ Folks were taking advantage of the 


Reward: 


i Telanthera. Go to the Netherworld 

Se ee TOMUS | Alonedite Core and free the Telanthera Folks, 

eee | in the Net y world Core are slowly a Bougainvaillea Folks а 
going mad. Why don't you give PERSA = 

` Cahwaeth them a piece of your mind? 
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